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Nosgoth, land of shadows and death. 
As Raziel, you must wander that land to 
redeem your tortured soul, to set right the 
wrongs you committed as the Vampire Lord 
- Kain's lieutenant. 
Only pockets of humanity remain, but 
» ) powerful forces have deprived the 
.. ©. Vampire Clans of their invulnerability. 
‘ If you like action-adventure games 
f 4 with character density and the twists 
and turns of real plots, you can’t do 
better than Legacy of Kain: Soul Reaver. 
Raziel is an authentic and tragic figure, with much to learn about 
himself and his world. 
And you get to learn with him. 
Eidos and Crystal Dynamics have created a thrilling game. From 
the opening backstory-done in FMA that’s pure candy to the eye-to 
Wy developing plot and richly textured land of Nosgoth, they 
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didn’t miss a step in inventing an exciting game universe rife 
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How This Book , 
Is Organized 


Legacy of Kain: Soul Reaver is 

somewhat nonlinear. Although 

you're free to wander around 

the various fallen 

Vampire empires, you 

must meet certain goalsin 

each to progress. At times you A 

must return to places you've . >, _ 

explored already to undertake ~~ 

tasks you have the power to g Se 

complete only now. “ae, 
These pages will guide you in the < > 

straightest line possible. All pune / 

areas are laid out carefully to help 

you arrive at the best solutions. If 

you prefer, however, you may work 

on the puzzles yourself and refer to the book only when you're 

truly stuck. Most of the time you'll need only a clue, so enjoy bei 

brilliant in your own right. The book will augment your successes. 
First, you'll learn Raziel's history. Then, you'll find details on the 

moves you can make, the weapons you can use, your special 

abilities and powers, and the enemies you'll meet. Finally, 

thoroughly prepared, you'll set forth on your journey. 

_ Take care, be wary, and most of all, be very, very quick! 
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re Nosgoth, something Kain didn't build his dark % — Chief among these 
had been, Lord Kain, kingdom alone. He cap- lieutenants was Raziel. 


the Vampire, has ruled so 7M tured six souls and twisted 
ag that little remains of them into the truest evil. 


t / Raziel knelt before Kain, ‘A fiery look of betrayal filled 

+, acquiring new powers and abilities. Kain % . inclining his head in +, Kain’s eyes as the Vampire = ag 
* always underwent the Change first-until * obeisance. » ~ + Lord spotted the Change in the ae 
», the day Raziel was summoned to Kain’s r i 4 + Firstborn of his lieutenants. 


+, stronghold, the Sanctuary of the Clans, Fi i, 
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For the Firstborn had changed? ; Raziel moyed one of his Then he unfurled both , Kain stood and strode q 
___# imaway Lord Kain had not. i > new wings into view. ~* } + wings as his brothers, the $ 7 forward, filled with a i 
ij a other Vampire lieutenants, bi deep anger. a 


yi : watched stoically. 
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Without warning, Kain 


2 Coldly, Kain stood behind 3 
}  Raziel and placed his + twisted the wings violently, 


; rough hands on the ig ; breaking them... 


tender new wings. Be 
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The Vampire Lord gazed out 


The Lake of the Dead was 


Kain commanded the other A 
Vy Lead lieutenants to carry Raziel 3 the Vortex into which Kain 2 over the swirling abyss. 
wy i ; fromthe council chambersto " ; condemned all traitors er 4 
G) the Lake of the Dead. :' and outcasts. 4 
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ne” = 7 


4 ~ 7. 
? He fell, ? His face burned, 


The Firstborn flapped his 


% Then Kain’s harsh voice gave a 


* And it was done-and no %, om Babe 
the order: “Cast him in!” ‘| * fellow lieutenant had + crippled wings instinctively, but 
d : q risen to Raziel's defense. : they were tattered and unable 


to bear him. 
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! + The flesh was seared from 
; Raziel descended into the 4 4 ; his bones, 


i 


“swirling waters. . 
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+ When he hit the ground, little remained of the 
=. once-proud and handsome warrior. 
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— yo 
7 el awoke in the twilight of p 


‘ory, one broken shadow 
many others. 
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& His lower face had burned away; 


1 f 


+ his scarred body was twisted 
; and skeletal. aes) 
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* Then, incredibly, a voice + “l know you, Raziel,” the * Raziel argued: he de 
; called out his name in mysterious voice said. “You 5 no such fate as this. 
~ the unforgiving stillness. “are worthy.” : 
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After the voice continued "The 
: existence of Vampires prevents 
* the souls of the dead from meta- 
morphosing on the Wheel of Fate; 
«the consequent imbalance could 
*: spell the “demise of Nosgoth.” 


| ly THN Wpll bi gh 17 hdl Mihi hy jf 


“Redeem yourself,” the voice said. } 
Raziel must go forth and reave the 
souls of his brothers and other ! 
$ Vampires, it continued—"or avenge } 
_ yourself.” He must destroy Kain, > 
} his brothers, and the other 

,| Vampires to return balance 

7, to Nosgoth 
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His once-glorious wings were 
mangled. He masked his 
hideous face with shreds of 
the cloak that once had 
marked him as a Clan leader. 
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“You are reborn,” the 
voice replied 


served 
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“Become my Soul Reaver, my 
Angel of Death." And so the 
journey begins... 
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Worlds s 


When Raziel is in the Spectral Plane, 
everything is tinted blue-green. 


When Raziel is in the Material Plane, colors are truer and more 
vibrant -His Health bar displays as a smooth spiral. To manifest on the 


4 His Health bar displays as a crooked Material Plane, he must reave souls as he travels. Raziel can gather 
4 Spiral. Raziel can fight, jump, and glide and use weapons, move and flip blocks, and, later, swim in this form, = 
__ in the Spectral Plane, but he can't move } Until he gets the Swim ability, though, water will dissolve his Material © 
; ; Physical objects, such as spears or «form. He can pass through doors and gates unhindered only on the - 
,! blocks. Once he acquires the Swim Spectral Plane (after he receives the Pass-through ability). In some 3 
; ability, he can't put it to use in levels you'll need the Material Plane's ability to manipulate physical =~ « 
; Spectral form. objects. In others, you must shift to the Spectral Plane to pass through =, \ 
AN 
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Raziel’s Movemen 
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Pressing X will make Raziel 


| 1, The D-pad moves Raziel in , Pressing @ allows Raziel toreave souls on both #3 om 
* all directions, whether he + Spectral and Material planes. Hold it down until? + pa dled 3 Se ne 
| ; Walks, glides, or swims. "| the souls are fully absorbed. This is especially " , BES) : 


" important while Raziel is on the Material Plane. -' "© Me vet uatabillty. 
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WLLL A 


Hold © and press X to 
have Raziel perform a 
crouch-jump, much higher 
than his normal jump. 


Press X, and then press and Press and hold & to autoface 
hold X to have Raziel glide. opponents. With autoface on, Razid 
You can control the direction * : will automatically face his foes so ° 
-_ of his glide with the D-pad. i that he'll strike in the right 

3 $ direction. 
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When your opponent is 
dazed, press and hold 4 to 
pick them up, and the 
D-pad to carry them. q 
Release the button to 


. As Raziel autofaces opponents, press While autofacing, use the 
® to attack. This command also +, D-pad arrows to 
allows Raziel to pick up and use ? * maneuver around the 
weapons, open doors, and grab blocks." ; enemy. 
Anything physical is generally done Y 


Pri TILL 
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To throw a boulder, torch, or 
spear, press and hold 4. 


Pressing ©) cancels the 
5, foregoing movement, 

* should you change 
‘your mind. 


Press ™ to shove objects, 

such as stone blocks, 

press and hold the button 
- the to grab them, D-pad 


Press ©) to make Raziel “For a closer look at an object or = Hands full? Press ©) and 

crouch. ’ * press (2) or @J. Tapping | ‘place, orto aima weapon, pull { ™ to put an object on the 
‘, either button will give a ‘in and hold @ and ®). Add the ground. 

2 +, quick view behind Raziel. “D-pad for further control. 
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+, To change camera angles, 
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* When fighting, press Ato To set a Vampire on fire, “To pick up an object, stand " Hold (and use the D-pad 
t impale your enemy. When {; Press and hold &) and 4 ; over or near it and press @. +, to sneak up on an opponent. 
? he is stunned, reave the 3 while holding atorch. You } * ‘ i 
; soul on the Material Plane a also can relight a torch Z p eS 
to incinerate the body. : from any fire. H lyr Le LL 
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Plane. Defeating them is easy, but be Plane-the souls of dead Vampires. You can r 
“quick because they will turn and run. =’ punch them out, but it will be a tough fight. 
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: Sluagh are the scavengers of the Spectral + Vampire Wraiths are the big boys of the Spectral 
. . 
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They're easier to kill than any other, but they're 


encounter them all over. Impale them, expose them to sunlight, still dangerous. They have an annoying way of i 


throw them in water, set them on fire, or use the Soul Reaver or any tunneling through the earth and showing up 
other weapon to kill them. anywhere 
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Dumahim Vampires can be very tough and tend to wander. You'll i 
4 
’ 
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Zephonim Vampires look like spiders and seem r 
to. come out of nowhere. They move quickly 
ve and climb well, but you can beat them down. 


The Vampire Worshippers 
you find in the Cathedral 
will try to kill you. 


: Armed humans are potential % 


; enemies. 
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Rahabim Vampires are an aquatic species. After you 
acquire your Swimming ability, you're on a more equal 
2, footing, but they're still your deadliest Material enemies. 
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+ Turelim Vampires, servants of Kain, are 
deadly in close quarters. r 
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Bosses 


some 3h - 


Rahab retreated from deadly sunlight 
:, but conquered the Vampire vulnera- 
bility to water. Kill him with his old 
and feared weakness to light and 
gain the Swimming ability. 
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‘a = lost nearly all his 
2, humanity. Gain the Wall-climbing 
* ability from him. 


Melchiah, the malformed and 
beastly Vampire brother, is slow 
and ponderous. Kill him in his lair 

* to gain the Pass-through ability. =~ 
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,, Dumah nearly succumbs to ne a 
3 death on the Material Plane-until 5 > 
Raziel partially rescues him. Gain * 
* the Constrict ability from him. 
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- Lake of the Dead Warp 


rae f Underworld Warp oe 
+ Gate Symi 


Gate Symbol J) Gate Symbol 
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* Melchahim Clan Warp ? * First Cathedral Warp Pp? Second Cathedral Warp * Stone Glyph Warp 
_) Gate Symbol "1 Gate Symbol Gate Symbol, near "1 Gate Symbol 
7 ~ Zephon’s Lair. f 
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* Tomb of Sarafan Warp Drowned an Warp g ,, Sunlight Glyph Warp 
Gate Symbol. - Gate Symbol. “ Gate Symbol. 
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Chronoplast Warp 


3 Oracle's Cave Warp 
* Gate Symbol. "Gate Symbol. - Gate Symbol. 
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O Weapons 
oR Jie o 
“O . 


Ruined 


Torches are scattered throughout the 


Raziel . 
ariel can Daler aame vt + game. Press @ to grab them from walls. 
i 


+ 
* button. Press twice fora slashing ? 
, attack, Press three times for a 


When your torch goes out, stick it 
into a nearby fire to reignite it. y 


+ 
’ 
Then batter your opponents with them. *  ; 
Press 4 to ignite them when they're oY 
more vigorous slash. BE ee 
DALME 1] Fab Bl oll 1) full Ai akg 7 UT 1 TEE A Jib Al obs) fabd Gage 
Aw. 
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Although nota first choice, _ Fire can also be used 


ie Se Spears of all shapes and sizes In a pinch, you can throw 
— & are by far your most trusted boulders oruse them as _vases are serviceable in to dispose of your 
_ weapons in pitched battle. battering weapons. tense situations. enemies. at 
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The Pass-through barriers ability, used on the 
* Spectral Plane, allows Raziel to ooze through 
?, gates as if they weren't there. Hold # while 


+, up against a gate to activate this ability. 


+, The Wall-crawling ability enables Raziel 
* to clamber up certain Material Plane 
surfaces like a spider. Leap onto the 
surface and press % to climb. 
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After he encounter the Tomb Guardian in the Tomb of Sarafan, Raziel Raziel lays claim to the Soul Reaver, once the 
gains the Force Projectile ability, which allows him to throw telekinetic = powerful sword of Kain. The weapon exists on § 
= _ force on the Material Plane. It also powers up the Soul Reaversoitcan > ~- both Material and Spectral Planes. On the 
“5 throw ss as well. Press & to fire force bolts on both Material and = Spectral ae the Soul Reaver is green. 
Z a ra 


After the Soul Reaver is tempered in the Forge, it 
__ changes to a fiery color. It’s projectile can incinerate 
Vampires with one or two shots, and can stun with a 


=, On the Material Plane, the Soul Reaver is blue and keeps Raziel from 
= * losing health for as long as he holds it. A hit from an enemy sends 
4, the Soul Reaver back to the Spectral Plane. When Raziel's health 
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single swipe. Jumping into water or getting hit will r iD) 
deactivate the Fire Reaver. Any material plane fire 
will re-imbue the weapon. eo 
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Once Raziel gains the Swim ability, he The Constrict ability allows Raziel to manipulate knobs and other devices. 

need no longer fear the water, and can = Italso can be a devastating “weapon.” It can manipulate objects only on 

reach places that were inaccessible before. ; the Material Plane. Use the D-pad to run a tight circle around an object or 

Use X to swim, &) + X to jet through the * opponent. A blue force line appears behind you when you're close 

<7 1s Sr, Me PLS, 120 ary, yj 7. enough to affect your target. Knobs will tum and enemies wil be stunned. 
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The Sound Glyph power is. The Stone Glyph allows Raziel to 
i extremely effective against % project lightning bolts from his 

i Vampires. Waves of sound slam { hands to create an earthquake 
into and damaging them and + that temporarily petrifies ene- 
temporarily stunning them. > mies. Raziel can then shatter 


Humans are unaffected, however. Soul Reaver 
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Using the Force Glyph, Raziel sends After he acquires the Water Glyph, 

waves of telekinetic force that flings Raziel can significantly damage 

enemies away, potentially damaging or .' water-vulerable Vampire. 

killing them by sending them into walls, ; a 
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The Sunlight Glyph allows Raziel When Raziel uses the Fire Glyph, he 


to create a blinding flash of light throws out wavestalnihetthee 
that will kill any Vampire in the - kills both Vampires and humans- r 
area. It has a large area of effect. ’ excellent onscreen effects. This 


i WML lt ip ll be WTF) j is probably the most powerful Glyph. 
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Other Vampire Weaknesses 


3 3 | 
. f 
— 3 5 z 
‘emember you can impale any § Immersion in water burns Vampires. i Mere sunlight can be your 
“angie on objects that project greatest weapon against fledgling 
TAME A; el Mell 1) job BA MEAN jf) SY and Rahabim Vampires, | 


wom walls. 
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> ot 
= ‘ou can reave souls on both Material and * ne . | 

" f + You'll find Eldritch Energy throughout 
5 Spectral planes. Doing a replaces lost +  Nosgoth after Raziel claims his first = 
L ealth and allows Raziel to keep his ‘Glyph. This powers the Glyph spells, so Tes 
=. erial form longer. : keep an eye out for it. ae 
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Eldritch Energy Power-Ups help Raziel’s / 
hold on Eldritch Energy. There are only + 
gr ghey Sor age x eet oS Raziel’s Material Plane 
find, so look for pig pv, pe es 
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_ Fifteen Health Power-Ups are scattered 
; throughout Nosgoth. Every five you 
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Follow the corridor’s twists Stand on the symbol in Walk through the door 

__+— speaking, walk through the —_ and turns to the front of the Gate to where the force shield was -- 
p> door ahead and begin to Underwold Gate. activate it and drop the and follow the corridor. 

' =z leam about your new powers. Force Field. 
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oe 
% Listen as you're told of Press @ to drink five souls Leap up the stairs and High-jump up the next two a 
= your new thirst and how to that come from the altarand _across the gaps. stone steps. zB 
as “drink” souls. slake your thirst. Walk aS 
r through the door beyond the 


a altar and follow the corridor. 
MUGS BATHOY 47 Saal pl gl Gp dul Wl nh My yy, 


; ff to] 
| am, : oct tac coce ee 
ca fe eo > i mn S 


* Use your wings to glide 

- across the chasm. (Press X, 
“and then x again, holding it 
74 down.) Follow the corridor. 
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Learn about the Sluagh. 


Se 


Jump down into the room _ Climb the two steps on the _Listen to the information on 
and kill the Sluagh. Feast other side of the room and Planar Portals in the canyon ae 
on their energy. follow the corridor. here. Then shift to the Material - 

Plane and walk through the 
tunnel on the other side of 
the room. 
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% Follow the corridor around Open the door at the end 
to the water. Geta running of the corridor and go 

_ start and glide across the —_ through. 

water. Follow the corridor. 


+ Listen to the information Fight the Vampires and 


about Fledgling Vampires. _ throw them into the 
Glide over the water and sunlight, the water, or 
prepare to attack. impale them on the walls. 
- f. A 


LF if you fight too near the water's edge; you'may 
* end up in the water, and so return to the 
_~ © _ Spectral Plane. Walk to the shallow end and 
3 =» leap up to get out. Then drink a couple of souls 
= and use the Portal to return to the 
=. 
= 
er 


Material Plane. = 
One strategy at this point would be to return to 


the Spectral Plane, suck up the souls, and then 
by 7 oo alee pa 4 


3 : 
* Walk to the stone block Drag the block to the wall 
rg against the wall. Press and —_and climb up it to reach 

; hold ™ to grasp the block. _ the opening and get out. 


Ris 


Take the torch on the left Open the door at the end Gaze at the ruins of the Use the torch to beat the Z 
« 


(ZU side of the door. of the corridor and go Sanctuary of the Clans and _ first Vampire and set it on 
> through. learn how much time has _fire. 
vo passed. Track down the 

= Zz Vampires in this area to 

— z ° devour their souls. 
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f ea one of the spears by _Use the spear to track 
the doors to the Sanctuary down the next Vampire 
of the Clans. and impale it. 


os) 
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Head into the canyon. At the end of the canyon, i ‘ -§ 
Sneak up on the Vampire _enter the door on the left. 

z there and kill it. 
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Cross the Vortex bridge, 


=~ Follow the corridor back to Leap across the chasm and 7) 3 
+y.the Gate. Stand on the walk to the edge of the glide to the entrance to That ie ill you. os 
= <ymbol to activate it. cliff ahead, and peer down __Raziel’s Clan lands. If you fall ‘s 

, _ Return down the corridor, _ into the Vortex. off the cliff and don't make the 
% ~ go through the door, and jump, you won't die. After hr 


“ turn left to find the path to returning to the Spectral Plane, 
the Vortex bridge. take the following steps to get 
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ole 
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-y-Turn back toward the Walk left and pull yourself That's the Planar Portal, near the bridge. 
= bridge side and leap to up the small cliffs until you Reave souls return to full health, use the 
5 the edge. Pull yourself up. _ reach the bridge. Portal, and attempt the jump again. 
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Enter the corridor and Go through the door at the Spot the two Vampires If you need it, grab a spear 
“follow it around to find the _ end of the corridor and guarding the door at the from one of the pillars that 
_ first Vampire. Take the turn left. Walk through the back of the room. stand on either side of the 2 
torch from the wall and doors there. Gates slam steps. You can also relight — 
= ~ killit. down behind you, trapping your torch in the fire. 
: you in the room. 


Kill the two Vampires at 
the top of the steps to 
open the door. 


= : 
-» Walk through the doorto —_—‘ Torches and vases on either Enter the door on the right Follow the corridor and 


= see what's left of Raziel’s side of the steps also pro- _ at the top of the steps. staircase down and around 

~~ kingdom. vide weapons on this level. tothe Raziel Clan Warp 

es Kill the two Vampires at the Gate. Stand on the symbol — 
=i top of the steps. to activate it. Then retrace 


our steps. - iil 


~. This time, walk through the Shift from the Material 

z door on the left. Kill the Plane to the Spectral Plane LJ 
+, Vampire guarding the and descend the steps into 
~, steps on the left. the water. 
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~ 
= Plane back in the corridor 
and pick up your spear. 


Follow the corridor around. 


ter at the end of the stairs. 
~ ~ You'll be getting more 
2 RE 
_ 7. familiar with this place 
soon. Return up the steps. 


Weaponless? 
Note the spearhead on the wall to the 
left in this chamber. Beat the Vampires 
‘up, and then impale them there, i 
z you have to. : 


+ 


® ® 


~ 
>Kill the Vampire that Use the wall switch. 
lunges at you from the top 


7 of the steps. 
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AN 

Peer over the ledge into 
Melchahim Clan territory as 
two Vampires kill a human 
and feed on the corpse. 


~ Leap down into the next 
= a 

" room and go up the stairs 
#,- on the right. 


a 


eal 


5 
: ‘ 
4 
¥ , 
4 5 % Ra ae ited es " ‘ 
® ® ) ez. 
Explore the room underwa- Return to the Material Climb the ramp and kill Go through the doorway on Z 


the Vampire feasting on 
the corpse. Turn left and 
kill the Vampire there, 
as well. 
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Follow the tum to the right. 
Kill the two Vampires in the 
next chamber, and then go 
through the door on the right. 
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Cross the drawbridge to 
your left. 


Pp ata” 4 Mh tall ATES yf ffi), 


Leap off the ledge to 
confront the two Vampires. 
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the right. It's not locked. A 
spear stands against the wall > 
in the comer to the right of the 
door. Take it if you need it. 


f 


oe" 


Tour the next chamber iu 
quickly and kill any other > 
Vampires. Then climb the 
steps 


Z 
Follow the corridor and 
steps on the other side 


of the drawbridge down 
and around. 


= 
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9 > - Sta wr 
Kill the two Melchahim “Go Paar the door to the — Stay to the right; then leap 
Vampires ahead. right of the fire. out and kill the human 
crossbowman waiting ahead. “4 
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t <3 
y ee i -, > i we 
< ® ® ® ez 
= up the stone ledges _ Stay to the right of the Grab the stone block Drag the block left and A 
at the back. tombstones and climb the ahead. place it against the wall. > 
stone ledges there. High-jump to the ledge 


above. 
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ic Follow the ledge left togo Ascend either ramp to Follow the ramp around. 
_ deeper into Melchahim either side of the carving of Kill the Vampires in this 
-* Clan territory. Melchiah. (They lead to room. 


the same place. 
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eee 


Enter the door at the back Go through the door on the Follow the corridor left, Walk forward and spot the 
‘of the room and descend other side of the Warp open the door, and walk pillars in the water to the 
the spiral staircase to find Gate room. outside. right. 

», another Warp Gate. Stand 
_on the symbol to activate it. 


4 


Leap across the pillars. Kill the Vapi in front of Walk up the steps and go 
the building when you through the doorway. 
i} land there. 


4 


) 4 El ee ee PR 


A my = 
«Sh you fe é i 5 
i into the water “7 8 
a ‘ 
@: 


4, devour Sluagh to Walk back toward the area While underwater, turn left Walk through the doorway % 
# replace lost F where you first leapt across to find a doorway leading _and follow the corridor 
& Ith. the pillars. to a tunnel underwater. 


VA TL/BY 


2 


soy k Ceiseal dotrway i set in the right hasnt wal . Follow iihsbncacaans ae Cross the room to the door 
_Sthe underwater chamber left to another gated doorway. You —_ room. at the back and go through. 
-can't enter either doorway yet. Now retum to the ledge where 
_F- yo got onto the plas and cil out Retum tothe Matra 
- Plane and leap across the pillars again. Reenter the building. 
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e 
reteset | 


~~ Along, empty corridor lies Follow the dark corridor If you search the room fora A Vampire Wraith appears as 


1 2ahead. Descend the ramp. around to a room with key or lever, you'll come up soon as you change to the 

H me a gated doorway on empty-handed. Because Spectral plane. air the 
. ight. "t vicious creatures you 

aeee ae youn etieud\ te nena: 


on your toes where they're 


o the ctral Pl 
4u 4 AES aZ FYE 92 Shah? pe “ey: ry Pander AES AI’ yf, 


Gane — 


~ Now that you've shifted to Keep climbing until you Shift back to the Material Opposite the stone block 
e Spectral Plane, take a _reach the Portal. Plane and walk along the —_you'll find a square hole in 
good look at the wall oppo- support column ahead. the wall. ’ 
~, site the gate, near the door When you're close enough, 
= you entered through. You | glide to the stone block on 


~~ can climb those ledges. ; : the ledge to the left. 


te oe epee @® 


Bend down and push the 
stone block up onto the 


: next ledge. 
Oe Eh 


. 
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“Pull the stone block toward Jump to the other side of Walk through the gate. Notice the Glide to the ledge on the z 


= the hole in the wall. the block and push it into ledges on the walls to either side. right-hand wall. Look up to 
=e \ . © the hole to open the upper ee cs spot the door high on the 
-” ; gate tothe right. them, One needs tobe lowto ‘rear wall. That's your final 
— take the other one high. destination in this room. 
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as oan #3 ie i S me c 
ey t _« Ee 
f : j cae. = a | Car 
om * Once you're on the y = Grab the stone block and Get on the side and push it 4 
- , floor, walk to end of © +, pull it from the wall. toward the pit. Get behind the “ 
___- the room. Spot the stone 2 \ __ block and push it into the pit. . 
block set in the wall Lf 7 PIE 27 Vac Md gb 19 Il At Mt AY fj 
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BEGACY of KAIN 


~ Take the spear from the corpse in 
=the center of the pit and watch it _in the pit floor. Vampires 
come alive. Kill it, then pull the climb up from them. Walk 
stone block to the other side of the behind the stone block 
pit and shove it up onto the and shove it t against the 


Watch out forthe mounds _ Keep moving behind the 
stone block to shove and 
lift it to the next ledge. 
Move it into the hole in the 
wall near the lower gate to 


the room you entered from. 


- 
7 


og ledges.shove it up onto rg next ledge. © 
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M+ Laat Mh 


~ Shift to the Spectral Plane Jump up and grab the Glide to the ledge on the 
= and climb the ledges in beam above you on the left wall, or whichever one 
this room again. Remain in upper gate. is up high. Being in the 


, the Spectral Plane this 
= time. Go back around to 


~, this room's upper gate. 
“ff oF oP he 


Spectral plane freeze time 
so it won't go down. 


Luk 


Walk through the doorand Shove the blocks into the 
notice the barrier gate holes to open the gate. Shove 
ahead. Look right and left to the blocks over to one of the 
locate two stone blocks and —_ comer blocks, then climb on 


s _ two square wall openings. top of a block and push it off. 
ary Mh 


2 Cag ta 


ug “7 2 tiie 


“pThe two blocks you need 
~ to shove into the holes to 
= open the gate are in the 

=~ right hand corner behind 


~_ you. 
4 


= Grab the other block and pull it 


Step to the right and flip the block The block is now positioned 
across the room. Stand in front of 


over. Step to the right and flip the correctly. Shove it into the wall 

“the symbol face on the left side block one more time to position it —ee ee 
ne ogo into the wall opening. P 

Ae ee Pe ae 


ne 


Mh at Ay 7 Mg 
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Walk through the open 
gate. 


The symbols of the blocks 
must match the ones in the 
openings. Push the bottom 
block into the wall opening 
here. 


Walk through the gateway Zz 
and climb the ramp. Open > + 
the doors at the end and 

go through. 


On the other side 3 a If you walk forward and peer Push the stone block over Jump down after the stone 
— door you'll find a stone over the cliff edge, you'llsee _ the cliff. block. Now there are two 
~~ block and a fire. the water you crossed earlier blocks here. 


- by leaping from pillar to pillar. 
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a a | He 
® ® © 
‘ 
Place the block you Drag both stone blocks Leap atop the stone blocks A 
~. pushed from the cliffatop toward the right-hand to spot the cave in the r 
e other stone block. doorway and shove them _— mountainside above. 


pe ae ainst the wall. 3 
Ul be LMP. ete” Md alt > nl 


AS he AG y fff 


Leap up to the ledge and 

go through the cave 

as entrance. follow the path around it. 
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Climb onto the ledges at Enter the distant building. Ascend the ramp and kill Continue up the next ramp Zz 


~ the far end. Take the the Vampires ahead. The _ to and through the corridor. 


= Spear-to the right at the sunlight makes this easy. 
- ” top of the ledges-and kill 
~_ » the Vampires here. 


aang a3] 


r 


Enter the big chamber Walk around to the right, Turn right at the corridor Follow the corridor left. You 
ahead and stay right. keeping the wall at your fin- ahead. can use the torches on the 


c gertips. Flip the wall switch wall as weapons. 
to descend in the elevator. 
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can : j ; 
: * > 
sO) ® a) ® 
~ Enter the room atthe end —_ Climb the ramps and go Enter the next room and Turn left, find the wall switch, and 
of the corridor and kill the through the door at the end. look down at the huge gears _ flip it. You'll discover pipes that 
Vampires. in the center of the room. can be torn free by each door 
“7 and used as weapons. 
4 ui so '? | Me. iat shh dul iv Pint” Ahth tute Ay, 
7 a é eae es Sri pe 2 Ber 
- A Fay 
Fal | , 
© ry Oe 
a Be 5 a 
~ Find the crank on the wall —_ Watch as the gears start Return to the corridor Return to the elevator and 2 
~ on the other side of the spinning. using the door you didn't flip the switch to ascend, vat 
= room and wind it. enter through, Kill (or Locate the leveronthe ~ 
-” ignore) the Vampire Hunter floor next to the pillar 
, on the ramp ahead. nearest the elevator. 
4 “Wl wy I x ba sh bal ip in Shh duel? ar, Sl 
e e ez 
. Z 
“Pull the lever and watch Glide down into the pit. Check all the walls to finda Follow the tunnel down a 
the floor drop down. tunnel out. Many of these —_ and around. a 
va are dead ends. You want 
= the one in a comer, with a 
‘ pattern of lines above it. 
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limb the ramp at the end Cross the room and climb 
to walk back into the open __ the ledges on the far side. 
~ “ area of the central pit 

~ where the floor dropped. 


Find the burning stone 
blocks. 


The floor of the room Now move all four blocks 


’ 


= The floor drops. Jump Walk down the tunnel opposite the one that led A 
—__; down after it. you down here. The doorway ahead leads to r 
-” Melchiah, the Vampire boss you have to confront 
and defeat. 
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Push all four of the lit stone blocks 
under the wooden support struts so 
they'll bum through them, (Glide 
ss: gig tg yay 


If the flaming blocks sit like Tuck the burning blocks 


~~ above drops. along their tracks to the this, the floor won't drop, _close to the corners, like 
4 four corners of the Note the track design: you _ this. 
dropped floor. must pull the blocks % 
ES : a 4 forward to cover it. 
Zt 2 SAE” pp P Plate” hat oF 4 A 3h AE ff 


“Zhe ramp ends in accircular Once you enter the room, Peerinto the shadows to — Armed or unarmed, you can’t kill 
the gate drops to barthe —_ spot Melchiah, grossly Melchiah and he can follow you to 


Toom. 

= way again. No escape. deformed and totally mad. the Spectral Realm. The cage over 
After his brief speech, the blood-covered floor in the center 
he attacks. of the room is part of the solution. 


Yo) " Melchiah''s ability to 
t pass through barriers is 


both his strength and 


The two gates on either 
, side of the entry gate also 
are part of the solution. 
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his weakness 


If Melchiah returns & 
you to the Spectral Plane 
jump up into one of the arch- 
ways and stay there to colled \ 
enough soul energy to the 
Material Plane \ ! 


MM 
- J f 
Pu ~ . ir & : 4 & R 
) ® ® of 

= Leap up through the Pull yourself through the Using his special power, To hurt him, run to the z 
~~ window on the wall above — window and drop down. Melchiah shifts into the back of the room before > 
*,- one of the gates. Melchiah is held nearthe Spectral Plane and slides he arrives at the gate; 

3 gate for the moment. through, then pull the floor switch. 
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owe 
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fi ‘ 
A aS : A my é ¥ 3 a 
=. Hold the switch back to Wait until Melchiah is Return to the other side Leap through the window 
> keep the gate open. Now __ halfway through, and then _ of the room, near the and crouch-jump to the 
= Melchiah will stay in release the floor switch to _ entrance, and repeat circular cage in the center 
- ” Material form as he impale him. the process to impale of the room to lure 
“= passes through. him again. Melchiah in. 


4 
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once Melchiah is inside Pull the crank on the wall. The grinder lowers. Melchiah goes to bloody cA 
= the circular cage, crouch- 2 “. we pieces. re 
_ jump out and run back to 
=» the throne area. 


i, t a To 
Pe ee ~ caeeh | ‘te activate the Pa 
‘ -~, ' through ability, walk ups 
8 to the barred gates, shift t 
s ® the Spectral Realm, and 

~ hold % until you go 

PRaziel absorbs a new Now you, too, can pass ihren 

. _power from his dead through barriers such as 
7, brother. gated doorways. 
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Walk through the room Jump up from the stone 
with the dropped floor, block to pull yourself up to 
where the fires still burn, _ the next level. Use the 3 
Climb onto the nearest lit Portal to return to the ae 
stone block. Material Plane. : 


Drop back into the room with the floor and the lit stone Follow the corridor to the Walk to the edge of the 
blocks. Go through the door on the other side of the gated doorway at the other pool and shift to the 

_ _ toom and follow the tunnel around to the room at the end. Open it and go Spectral Plane. Dive in 

s_ other end. Turn to the right and pull the stone block outside. and drop to the bottom. 

~ from the wall. Use it to climb to the floor above. Walk 

around there to find the main entrance. Go through. 
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The Force Glyph 
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Cae 
= You've been here before. | Walk up the ramp and spot This is a Force Glyph Push over the three columns 
‘= Walk left and find one of __ the Portal ahead. Use it Room. here so they fall toward the 
= the two gates you located to return to the middle of the room. Push @ 
2 earlier, Use your new Material Plane. to topple the columns. 


7. Pass-through ability to get 
Fag se as ahead. 


_ 
= Thestone head at the back This creates the Force Go get it. Or maybe it gets you! 4 f ( r ) 


> ofthe room suddenly comes Glyph, which will give you 


_ toliife Its eyes project light a unique power. 


= emto the symbols overlying jpeg 
=~ each other atop the over- oO 
- y; tumed columns. 
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Once a glyph has been Test your new power by Shift back to Spectral form and Se 
“acquired in a room, a glyph- pressing 9, and then leave this cave. Pass through A 
= energy refill spot appears. To choose the Force Glyph. Press _the gate and turn right. Bypass 
¢ fill your glyph energy simply ® to blast away. Away from the the open cave forthe moment” 
* return to one of the glyph glyph rooms, however, energy 4nd continue to the second 


rooms and step into it. is limited, so be conservative. ated cave. 
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you extended time in the cave there to return to 
Material Plane after you've the pool with the pillars. 
acquired five of them. 

« 

4 There are fifteen in the 

game. Every group of five 

gives you a longer life span 

on the Material Plane. Walk 

though it to take it. 
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; Qi ® 
) ‘This Health polemia gives Walk left and follow the 

1 

r 


~ Climb the ledges on the far 
right and pull yourself to 


Shift back to the Material 
Plane with the Portal here. 


Climb the spiral staircase. 


Go through the door and 
descend the steps to the 


a 
Keep going forward and 


glide from the cliff edge 
toward the tall stone 


Head for the open door 
and go through the columns that frame a 
Melchahim Clan warp gate. doorway. Go through. 
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cemetery area. 
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Glide from niche to niche 
to reach the passage on 
the far side. 


There are no stairs up to the passage 
on the other side of the big room. 
Climb the stairs that are here, then 
step into the nearby niche. 


“exiturn left and climb the ledges to the passage at 
the top. This one is barred, but the one you 
came through is still open on the left. However, if 
~~ you want to use the Pass-through power, do so. 
= / There's a Portal on the ground in the building 
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Go up and around the stairs 
and across the bridge. Enter 


® 


Descend the steps and go 
through the door. Follow 


Land on the ledge 


beneath the passage and 


An Eldtritch Energy power- 
up lies in the second 


z 


= niche. Continue gliding to _ pull yourself through. the Drawbridge Tower with the passages tothe gate” 
= ” the passage. the wall switch that activat- and go through. 
2 ed the bridge. 


& bs 


tig 


jump from the ~~ 
om Melchiah's 


S76 Ea 


@ 


~_ Follow the passages to where the hall 

= forks. One path leads into the water 

#, area you explored earlier. Take the 
other path, instead. 
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Go through the door at the end of the 
short hall and cross the big hall through 
the main gates into this area. Kill any 
Vampires lurking along the way. 


p 


Hook into he ib block i in 
the corner opposite the 
power-up and drag it 
across to the bars. 


Climb atop the block. Shift 
to the Spectral Plane, and 
then pass through the bars 
to claim the power-up. 
Pass back through and 
reenter the main room of 
Raziel's fallen empire. 


Follow the corridor outside 
and turn right. Run along 
the canyon to return to the 
Sanctuary of the Clans. 


Wari Malt ij ll MM by 


Climb the steps and use 
the Portal to return to the 
Material Plane. Walk to the 
door on the right and go 
down to the Raziel Clan 
Warp Gate. 


- When you arrive back at 
é the Sanctuary of the Clans, violence will get you locate the gate at that end. and pass through the gate. 


hug tech Y fP, LAP if. <= ate 


No amount of straining or Head to the right and Shift to the Spectral Plane 


z 


re 


turn and face the main through the front doors. 
doors. Kill any Vampires 


that get in your way. 
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ak, 7 GP Liall” pt 
At this point, you've got 3 of S C 
2 necessary Health power-ups to give you 
a longer life on the Material Plane. fl 
You're strong enough to face Kain now, Yaw 
but if you feel you need or simply want jaw 
tm that longer life, you'll find a fourth G 
® = piece in the water in the Underground 
ES described on page 34 of this manual. 
Inside the building, The fifth piece you can get to is inthe Turn left and walk down Drain any energy you need 
= walk through the City area described on page 95 of tls the hall. Take the first door from the Sluagh; then shift 
=~ Health power-up to ~~ manual. But if you'r quick enough, you oy the right. The other end back to the Material Plane ™ 


= acquire it. “2 an —— nen hapta and of this hall is blocked. _in the Portal ahead. 


ar dh a. 
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The door shuts behind Throw them into the pool © Go through the doorway _Shift back to the Spectral Zz 
you. Cross the bridge over _ to kill them. Reave that opens at the other Plane when the Vampire in ™ 
the pool and battle the their souls. end of the pool. the hall confronts you. 


De a 


ae 
The corridors lead to the _Pass through both gates that lie While facing the keyhole- The door slams shut Ee ¢ 
“Ssame place, and both have ahead and continue down the —_ shaped double doors, press # behind you. Turn and ie 
- — two sets of gates barring corridor. Shift back to Material _—_to open them. Go inside. confront Kain. oe 
= the way. Go to the right. Plane in front of the keyhole- Pe 
2% shaped double doors. 4 
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Battle Royal 
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At this point, Kain is toying (ae 4 eS i ] 
with Raziel. Each time Kain B . | 
gets ready to attack, he'll on ae ~” | 


= gather energy. Attack him 
before he can finish gathering 
the energy. You can abort the The years have not been There is definately no 
= attack. If you can't electrical kind to Kain. Listen to his _ meeting of the minds here. ; 
energy will rip through you. argument. vampire attacks at once. Reave 


You must hit Kain three times. the Vampire Wraith of its soul and < 


\ 


If Raziel gets knocked into the 
Spectral Plane by Kain, a wraith 


use the Portal here to return to 
Ll, , the Material Plane. 
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Attack Kain three times to i i i i i 
Yeas sand quick to find aiidiattack With a mighty blow, Kain This unleashes blazing blue 


3 


~~ him. He will go as far away from  ©”d the battle. breaks his fearsome blade, energy that shakes the 
you as he can. If you're fast the Soul Reaver, across entire building. 

Z# enough in reaching him, you can your back. 
disrupt his attack, 
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Destiny Of The Soul Reaver 


| 
| CL UP” wo” oy" - rie 
be Z 
~~ Kain laughs in triumph, The Elder tells you the history of the blade. Now that its Ariel appears, giving you ano 
= saying the blade is corporeal form has been destroyed, it has become a Wraith _ally against Kain’s evil. When 
=~ vanquished. He Blade. The Soul Reaver can only manifest itself on the you're clueless and hurting, ™ 
~~ disappears before you. Material Plane if you're at full health. It will always be there —_ return here to get her advice 
— for you in the Spectral Plane. and to renew your health. 


4 TV 2AIMTE 2D Pick” fll gk” 9S bunk fh gk yy fh 


7 Poe 


! cs 7 


Use the Portal retum to the Material ~— Pass through ft gates again Use the Portal by the door Try out your new weapon a 


be Hak a aaa ____ to return to the outside to the Underworld to shift on the Vampires you meet A 
a cia ee reed into world. You might want to try back to the Material Plane. along the way. r 
~ Outside, revert to the Spectral Plane Out the Soul Reaver on the 


= togo through the gates again. Sluagh haunting this area. 
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The Soul Reaver is a great weapon! However, the first 
time you get hit and lose health, the blade returns to the 
Spectral Plane. Kill whoever and whatever it takes to get 
back to full strength and bring it back to the Material. 
Also, now that you have the Soul Reaver, notice that 
your health doesn’t simply drain off while you stand 
around. The sword keeps you healthy as long as 
you don't get injured. 


Excellent. One Impale 
move and those Vampires 
go to pieces! A fine 


Now that you have the Soul 


1s Reaver, you can take up the ; 4 ‘A 
quest to get the first of five 9% y ' 
gph (eldiich Energy) % _ To collect another piece of the Health Energy power- + 
powerups that are in the A » change to your Spectral form and drop into the first | 
= —_ game. You'll find it in the water trench on your way back. It's in the room where tr 
®. Necropolis area in a acco : : 
i you killed the first two Vampires and had to move the 
Go back through the door Phos with « creeses Soul block to get out. 


- Reavers (page 115 of this 
th id. oo 
ete neta a manual). This is a side-quest Once you're in the water, turn right to spot the , 


gy j YTD, pn “«t) Health Energy power-up behind the bars. Use the 
A ip Jo Pass-through ability to get behind the bars and 


4% 
- 
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Pal 


WULF Mh ol 5; oo ‘Pub A “ get the power-up. 
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< * 7 
: + Sateen and ne spenet conte : Then hop out of the trench, use the Portal on the other 
} * ; om rt soe Dest Ge wane ro : + side of the trench to return to the Material Plane, and 
“ — the fi Portal, Shift discovered earlier. Pass iy ~ Keep going back through the training area. 
ugh in Spectral form. ; 
hy, 2. gp etd, Mich pid ht MY) / ff Y 7 DI, et 
The Si ent Cathedral 
® 
— 
& Follow the canyon uphill Turn right and walk forward Before you reach the Portal, tumright + Enter the canyon and 
= until you spot the to the drawbridge across —_tospota canyon leading back into the follow it to a series of 4 
Cathedral. the moat to the Cathedral —_ mountains. It’s directly opposite the ledges leading up v= 


and the Portal in the drawbridge. Use the Portal to become _ the wall. 


. | 
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ey ® \ e 
3 Bows ce nee Turn right and follow the ‘Stop near the drawbridge Turn right and phase 
human you come across gives you Corridor down to the and look into the water till through the gate here. 
= the chance to avoid making Cathedral Warp Gate. Step _ you spot the gate. Drop into Follow the corridor to 
-% eee ereaterws '@ on it to activate it, Return the water to return to the the end. 
— ise _to the Portal area. Spectral Plane. 
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Kill the Tee roaming Gaze at the big underwater Shift back to the Material Stop atop the ramp 
> naround here to replenish cavern on the side of the wall Plane and ignore the draw- _ sticking up from the moat. cA 
E 4 yg your health. above. Wouldn't it be greatto bridge again for another 
2 swim? Return to the Portal investigation: walk along < 
y near the Cathedral. the moat. 
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Press and hold @) and &) Return to the Cathedral Shove the Soul Reaver into Shift back to the Spectral e 


Health Power Up 


and use the D-padtolook and walk up the the keyhole by pressing ™ Plane to pass through the cA 

* up. AHealth Energy power _drawbridge. to unlock the doors. Watch _ gate. Okay, you're inside. : 

= up waits on the cliff edge out for the Vampire waiting Your next trick is to Maas 
~~ high above. You'll have to | at the gate inside! stay alive! 


=? come back for this one, too. 
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Rooftops 


Om Inside the Cathedral, still 


Watch out for the 


Shift back to the Material 


Kill the Vampire here and Descend the next ramp. 
reave his soul, as well. 


—“ 
= Leap and pull yourself 
| () 5 onto the ledge. 


Ho ch 


* 


Walk forward a few steps, _ Look up to spot the ledges ahead. 


then turn to the right. 


A 


ee ye! = - 


aa ama 


ae 

= The easel here can be Climb the ledges to Turn to the right to spot a 

= hard to spot the roof. doomay. Leap up and 
glide over. 


fi = 


a 
z 
Tf 

© 


in Spectral form, turn right Plane and leap and glide © Zephonim Vampire on the 

_ to spot the Portal. Cross over the pool. other side of the pool! 
over to it, but note that the Beat him down and reave 
Pit is full of water. his soul. 


Another Vampire waits on 

the next ledge. Remember Ps 
that the pool of water here”. 5 
is really convenient for a 
Vampire killing! Ps 
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Walk down the corridor to < 
the double doors waiting ~ 
below. Open the doors and 
go through. 9 


a pe eee a tg oF, bial ep micam” 


For now, don't go down the 
intriguing passage behind ~ 
you. Turn and glide toward 
the low roof ahead. 
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> Leap up to the doorway in Leap up to the beam Make the easy leap onto _Gliide to the Cathedral's 
= = the adjoining building. sticking out of this building. _ the roof from the beam. main entrance. 
Pt Jumping onto the beam or 
ws getting a handhold on a 
= ledge that will get you to the 
<4 roof is tricky. Take your time. 


- 7 Om Mae 5 
~ <2 
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) By : ; Enter the Cathedral. n ® 
ows er x eee a iy 
- ~ Cathedral Mysteries And Histories’ - Ee. pu ae 3 
‘/ . - 2 Se 2. 
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= = This level's Vampires are Glide down and kill the Vampire. (ifthe Soul Reaver, Leap up the ledges to the 


3 -— nasty little things, aren't which deserts you the first time you're injured, is doorway in the back.Go > 
+ they? your only weapon here, simply climb the ledges and through. 
4 escape the Vampire's attacks.) 
LMS 2PM 27 Fall fll poll 6S inkl dd er yy 
x *: A 7 ue nee ee * J = 
ra on aa eae 
- Pane | 5 F * ie as 3 
in : : 
= al ‘ = ¢ mae j t . 
“Asha! A staff! Grab it and Shove the big doors Look at all the pipes and —_Explore the Cathedral briefly. 
3 = go back to chop up the ahead open. listen to the Cathedral’s Nothing much appears to go on 
& = Vampire (if you ran from story. here, but remember-you're Razief, 
: it). Otherwise, continue Soul Reaver, and you exist in two 
: Sars down the corridor. ‘ worlds. Shift to the Spectral Plane. 
(ne Rien ah 7) Pull fil gl My, , 7, 


ey 2 
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=~ face it). Don't use it. the Spectral Plane, the carious edges easily with- adjust the camera angle to 
= = - _ pipes twist and bend. out falling off. the straight view.) 
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Hop onto the pipe nearest Walk up the pipe to the 
the corner on this side of __ Portal and shift back to the 


= im the Spectral Plane now, _ Walk to the other side of 
~~ = you'llfind a Portal in one _ the room, turn, and look 
__. of the dead-end alcoves up to spot the Portal high the room. Sneak by press- Material Plane. (Walkingup» 


= (left of the doorway as you _ atop the brass pipes. On ing ®3 and cover the pre- __ the pipe is easier if you 


Mi 


= Shift back to the Material Follow the catwalk around, Glide across to the Don't enter yet. Walk along 
*" Plane and leap to the gliding over missing doorway at the end of the ledge to the right. (If you z 
=~ metal catwalk above. sections. the catwalk. fall off the ledge here, follow 


the steps in the foregoing 
“Uh-Oh! Route” section.) 
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s- “By 
Pc 4 ‘a iy 
. = Throw the wall switch. Ignore the platform that Enter the doorway atthe Descend the ramp. 
-— lowers and keep goingto _ end of the ledge. r 
Eo the right along the ledge. 
23 
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- 
3 * 
2 iG Follow the corridor around * 
s ety ; to the gate. Shift to , i 
sa “Spectral and pass 5 


“through the gate. 
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Climb the ledge in the Kill the Vampires in the se anything 
and empty spaces on the —_ room's right-hand corner else. Remember, you can use the horned lamps on the A < 
~ wall. Look at the pictures and shift back to the walls as weapons. ce 4 
_ on the wall. Material Plane. 3 


__ Notice a number of blocks 


Face'the block, and then Use Raziel's Lift maneuver Walk to the next block in zi 
to flip the block over. (The line. 

reason for this will become = 
apparent in a moment.) 


Now, you must figure out 
> which blocks go with which _ walk to the left of it. 
°.. pictures. Start with the 
~ block nearest the Portal. 


ie 


Walk to the right of the first Grab both blocks and move Go to the third block in 


~~ Pull the second bie over 
block and lift it. As Raziel__ them over in front of the the room. 


= and place it left of the 
~ first block. lifts the first block, it turns hole in the wall. You still Drag the third blockover ~ =~  - 
# ‘py right-side-up. can't get the leverage you —_and place it in frontofthe 
ee i need to shove it into place. first two. 
/ oul, ae. Sante pm —-_ ~ , 


ye ey 


ome 


Leap onto the third block, Pull the third block back three spaces to get room to 
and then shove the first work. It goes into the third hole in the wall (counting 
block into place. from the right), but it will take some work to get it 
there. Stand to the right of the third block, to the : 
right of the picture side, and flip it over. x 


tp Baa op ain a pe 


vn ae 


5 Sieg 3 
on b 


ol s 6 ». Le a : 
= Stand | in front of 7 third Still standing where the Walk ar j 

ad Blocks pleture side end p side had faced you, front of the third block: the Glick and pull t heen the 
: - step left and turn the third _ picture is right-side-up. Put wall, Stand to the right of ” 


block over one final time. _it into the wall. the picture side and flip 
it over. 
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LS jal ah 


_% Stand on the pica side 

= of the second block and 
2 flip it over. 
* 


Still standing where you | he it’s 
were on the last flip, walk —_right-side-up. Shove it back into the hole in the 
wall that's second from the Portal. Turning blocks’ _ 


QD 
ag 
two and three requires exactly the same | j a 
ss 
D- 


 =Z:Pull the fourth block from Stay in position. Walk 
= the wall three times. Stand _ forward and flip the fourth 


persue (Remember, the ser in the 
picture must be turned up, not down.) Step to the left” 
: side of the picture and flip it over twice. Shove it 
oa back into the hole to finish all the pictures. 
e 7 Mb AL lla ea hd gh AY yf). 
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* ~~ Once you've finished all Shift back to the Spectral Make your: ‘way around the Kill the two Vampires in 
2 “SH the puzzles, a ledge Plane and pass through the ledge to the other door the hall. 
~. pushes out elsewhere to gate. Use the Portalon the —_ where you first jumped & 
> 2, allow access to other side to return to the —_ from the catwalk. Enter it « 
and follow the ramp down 


= © wall switch. a Material Plane. Follow the 


ru? ; a=. - 


Crawl up the ledge to Another platform slides Turn around and look at the walls. Wow! 
~ reach the wall switch there. out of the wall near the Bet you don’t hear “What's for dinner?” > fs 
~ Filip it. first one. much around here! You'll find a spear by P cae : 
the doorway, if you need one. g : 


OF LILY XP, Pant phd pul” pf, Pia” a a er Ae - 
Shooting Up The Air Shaft an > eee : 


>) taauis @ 


= Retum to Bike main room with The platforms turn on the big fan in the pit. Leap With the air coming from 


= the pipes and the pit. Walk _ out into it and start gliding. If you stray out of the beneath you, rise to the f 


s around the ledge again. air flow, you'll land on the fan below. No top of the ceiling shaft. == + 
7” Leap onto each platform the problem. Leap up and start gliding again. = 
_2 wall switches lowered. 
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el : 
Still facing the bell, turn 


Once you land on the sana There are two openings at patie seiieha ae eae 

= = platfom atthe top ofthe | the topoftheramp.Take _ right and follow the isas tooth the tebell pation > 

as air tunnel, leap up onto the one on the left where —_ corridor. inthe pitas wall Well wouvefourd- f° * 
7 ~ the ramp and follow it up. you can see the bell in the the first bell, but where's the sec- y 
.o distance. ond? This is a major clue. 
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— 
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Go through the door. Follow the 
corridor around to a gate, killing 
Vampire Worshippers in the , 
‘way. Shift to the Spectral Plane * 
: and pass through. 3 * 
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Plumbing Problems 
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x, On the other side of the gate, Kill the Vampires. (If you kill them with the ‘The problem here isto place the blocks in the 7 
= ne look up at the room's rear wall —_ pipe, make sure you reave their souls wall openings to match what's already in place. # 

“to spot the Portal. A pipe hangs _ before you pull it out of them. Otherwise, (To get a really good look at all these blocks, 

ve on the wall, as well. Shift back they'll come back to life.) Stay on the look-_ press and hold (2) and (2) for first-person view. 


~~ tothe Material Plane and grab —_out for the Vampires in this room. When you When the blocks are positioned correctly, they 
“2 the pipe to use as a weapon. — yr tay ys bey lock into place with a click and can’t be moved. 
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Stand in ffont of the gate, Ignore blocks with holes on Drag this block over near —_ Walk to one of the sides 

facing the blocks. Inspect the any but opposite ends. the hole in the wall you with a hole in it and flip 

= openingonthe right This Stand in front of the gate. _inspected. Leave yourself __ it over. 

one needs only two blocks Take the nearest block on —_ room to work. 

that run gig sig 3 the r left 

5 a n Fo 2 a ld 
j “; Bait! R 


Amen A tad << ar 7 


Walk to the left side of the Stand in front of the block _ Time to hunt for more Drag the block to the wall Zz 
* block, as you've been and shove it into place. blocks. Pick the one in and fit it into place. E | 
5 facing it, and flip it : we front of the opening you're = 


= Z over again. working with. 


‘Move on to the next wall Walktothe block tothe ight ofthe wall Pull the block all the way _The next block must be 


- j A 4 ‘ ‘opening— this one has a curved hole = " 
_ = opening. This one is a little Bae fete oe to the left side of the : cored straight through. ; 
more complicated, but, for 54. ——, saitbe ett ande: the wall opening and lock it Take the one closest to the>. 
* a Vampire killer, you're 2 ide facing you as you face the wall into place. opening you're working on. 


j 
| 
| 
| 

Ss good plumber, right? opening ahead. Flip the block twice. : 
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~~ push a Move to only two blocks that curve block nearest the gate and block that still has ahole. 4 
flip the block over once. Flip the block over. 


Shove the block into At the last block, stand at the _ Slide the final block 
place on the left side of side with the hole to the right into place. 
~ the wall opening. of the other hole. Stay on that 

side and flip the block twice, 


“see 


as 


_, When you complete this tuft back to the Spectral Fane When shetilia aa as ‘Ki 
if “section, acutscene reveals _ and pass through the gate right. Pass through the Worshippers in your way. B 
i * you've blown a lock on one _ again. Outside, shift back to door ahead and follow Shift to the Spectral Plane a 

the corridor around. at the gate ahead. * 
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Lf TMC) Soll Boll 1) Ml By 


Qin 


— ~X. Locate the Portal on the Kill the Vampires in the 
~~ ledge at the back of the room. You'll find more 
= room.SI ? 


Shove the blocks back- 
SS ward, causing three to to the stack of three. Shove 
topple. (As you do all this, the top two off. 


Sucre Pull this block out away 
against the door. Go Be cootand | fol others. 

tm et Rg bel wigs : 
Reaver or yourfist. You have to find and 
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Simply shove it into the Pull the fourth block out so 
leftmost opening in the you can get a good look 
wall across the room. at it. 3 . 


Walk to the right side of 
the third block. 


Grab the third block and 
= pull it into the middle of 


_ the room. : 
‘£ * 
a 
- 
Walk to the right of the Walk left and flip the Slide the block into the Watch as the lock on 
block and flip it over. block again. last opening to complete —_ another knob blows open. me 
this section. Patience, you'll get there. 
For now, shift back to the —_— 


—_ Plane and leave 


Tunmnelleee eamntie Walk toward the doorway 


g 


~_ Shift back to the ei Plane in the Portal 


= against the door. Go through the door and turn left. airshaft that brought you —-between the two horned 

s Kill the Warrior Priest guarding the bell here. Ring up to this level. Glide lanterns on the walls. ae 
-* * the bell, using the Soul Reaver or your fist. across to the large door 
ie on the other side 
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oa eee: 
“ExLook down the ramp to Ringing the second bell Walk back to the airshaft, 
= spot asecond bell. Ring blows out the glass wall but don't try to leap across. 
. vit too. near the first block- There's an easier way. 
puzzle room. 


4 oe Sete Med gt pp Dial? heh gull AG 7 ff, = 
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oe 


: : ~ : 


- = It takes only a moment to —_ Leap up onto the ledge to Asecretdooropens near When you return to the 


~ = recognize this as the the right and pull on the the second bell, but until second bell, you'll find the 
. -— corridor with the first bell crank you know the secret, you'll corridor to the right of the > 
=. init. Keep going forward. never get there in time to _bell not quite halfway 
= a go through! down the main hallway. But 
“4 


ua tn, id ae Oe ae a a ae e 


a 


- i é ae " Lae ee 
Shift to the Spectral Plane to freeze time Run to the secret door and go through. Enter the In the room, turn around 
+2 apace door to the left to find a Portal. Use it to shift back and spot the wheel on the 
© wall blew out. You cantt make the leap from to the material Plane. Return to the room where opposite wall. = 


~ = the first bell across the airshaft because inthe the secret door is. 
~ = Spectral Plane that opening has closed. 
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> Fee ‘te E: 
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~_ Kill the Vampire Worshipper. Go back to the room where Follow the ramp up and 


~ = Cross the room and tum the —_you found the Portal. go through the door on 
5 > wheel to open the secret door <% the left. = 
_” again. However, this isn't the 
"22 path you should take. A 
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Glide across the gap over _ Follow the corridor Kill or avoid the Zephonim 

the second bell and go around. Kill the Vampire Vampires in the hieroglyphic 

through the door on the Worshippers that get in room and follow the corridor < 

other ledge. your way. Go through the _out of it. Use the staff against 
the left wall. i 
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~ You'll find a Health Turn Spectral and pass through Now let's figure out the 
Power-Up in the circular the gate barring the next tunnel, blocks you've found here. 
room but it’s protected _ Kill any sluagh you need to get They all make pictures 

- byagolden dome. You your health back. Climb the wall when they're in the right 
x can't get it now, so keep _at the back of the foom to shift openings. 


2 i 
ing. . back t Material R 
Wines OD TRO lb yur ad pel pp Itt bad «hd Mas ey / 
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_Stand in front of the gate Step to the right of the picture Shove the block into the Take the block nearest you 
Zthd turn to the right. Deal face and flip the block over. second opening on the —_ now. Don't stack any blocks in A 
“with that block first. Pull Step to the picture face and wall where you got it. Put this room. Oterwise yoy won't ,- 
* the block out into the flip the block over. Step to the __ it into the right side. be able to finish this puzzle 

= center of the room. left and flip the block over so until you get the Force 

A ioe i the picture face is right side up. jectile 

MN UAD 2 oF IMG wD Fal db full 2’? s Ree td is. 
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Drag it to the first opening Pull the block under the Walk around tothe picture face. Step Circle around to the picture 
= along this wall where you _ ledge where the Portal is to the right and flip the block over. face and shove it into place 


2 got the first block and to the center of the room, Step to the picture face and flip the jn the right opening under” 
~~ shove it into place. block over twice. Walk to the left of — the portal ledge. 
ee the block and flip the block over. 
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“comer to get room to work with it. block so the picture face is and shove it into the wall __ are in place, the four ae 
© Walk around to the picture face. Step right side up opening on the right. blocks floating against the 
to the right and flip the block. Step ceiling descend. 


ee ae ee ee 
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Tum around where you are. Abandon the first block out of this group. Walk tothe Shove this block into the 
= the block in front of block just behind it. Pull it away from the others. Step tight side of the only dou- 
~~ you on the left and pull it to the right of the picture face and flip the block. Walk —_ble-block opening left in 

=, away from the others. back to the picture face and flip the block twice. Step _this room. It's on the 

a d to the left and flip the block so the picture face is right PPposite side of the room 

with the picture facing you. 
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epee to the first block Turn around to face the last pair of blocks. Pull the one —_ Step to the picture face Ss 
bof you pulled away from this _on the left away from the other. Walk to the right of the and shove the block into e a) 
Ps é, group. Shove it back into _ picture face and flip the block over. Step to the picture _ the wall opening behind it. 
= = the lst opening under the face and flip the block over. Step to the left and flip g- 

Se 
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& z __ Tur Spectral and pass through the gate Follow the corridor to the ledge 
Move to the picture face on Once all the blocks are in again. Take the Health Power-Up. Use and door. Glide back across the 


- = the last block. Shove it place, the golden dome _the Portal in the next room to return to gap over the second bell and goo” 
“; ~ into the wall behind it. around the Health Energy the Material Plane. Then go through the through the door on the other 
> E Power-Up opens. door back to the corridor leading to the ledge again. Go down the ramp 
second bell. and through the ey, 
oa Cn an oo a 5 ee 


= When you look down into Drop onto the pipe and beware of the Atthe top, a second pipe A little farther on, the 
the room you reached via ott near ian connects to the pipe you're —_ passage forks. Go left, 
_ the second exit, study the = tie shetions ip stack you. yauinee king on: Together, they cre- for now. a 


a weapon, there's a staffin the comer 
of the room at the bottom. ate a passage leading deeper 
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_ Follow the right fork to a small The room at the end ofthis Shift to the Spectral Plane A Portal lies ahead. The 
nee secticr a ee bes fork is more promising. The and pass through the red _—_ passage in front of you 
~, 3 Namplte Hanis Taree: floor switches you blew up by _ gate. leads left and right. Shift.” 


i pide way, Return to solving the puzzles are on the to the Material Plane and - 
‘take the other fork. _ floor. A red gate lies to the left. go left. hi? 
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“Follow the twisting path, Vampire Worshippers Kill the Vampire Worshippers. Opening only those two hatch- = 


ag killing or avoiding lurking _ stand guard at the end of Open the two hatches nearest es shatters another switch lock © 
the bottom of your screen. below. Three down, one to go. 


2 Vampires. this passage. 
- io Leave the one against the rear Return to the red-gate areaand = 
ee ge nee pelle take the other path. = 4 
(UG EL ALILE 07 Paul fed gle SP bial? fd pull AG, fff, . 
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% Around the next comer, y The passage ends at After you kill the Vampire Opening the hatches breaks the 
= come face to face with one of — another room with a (or scramble to avoid it), remaining lock, leaving all four 
~~ the Reincarnated Vampires, Vampire guard and open the two hatches floor switches open. Return to re _ 
®,. more powerful and harderto three more hatches. nearest the top of the red-gate room, turn 
=> kill your screen. Spectral, and pass through. 
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an “ There's not much youcan Tum right and follow the pas- Pull all four floor switches After you turn all four floor 

ae ee do with the freed floor sage that brought youhereto up and turn them to acti- switches, the airshaftin © 

ol 2 switches from the Spectral find a Portal. Use it to retum to vate the airshaft on the this room comes on. = 3 
j Plane. the Material Plane, and then _ side of the room opposite a 
the 
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~~ - Walk into the airshaft. Leap As you float up and turn Rese to the bottom of Glide to the missing 


= a = into the air and glide to to look around, you'll the airshaft, and then glide _ section. 
*,_ become airborne. notice two broken sections _up again. With a little 
<Saeye, of pipe. experimentation, you can O 
te glide to the areas with the c 
ze missing pipe. iw) 
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lee » » = . " 
| _—_ Ls 
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“Sshove the missing pipe section into place. Glide to the — With all your experience Jump to the center of the mt 
- _ other missing section and repeat the process. (To gain —_ plumbing the Cathedral, airshaft again and glide wy) 
x Biss altitude in the airshaft, glide to the center. When you you should drop this up to the passage at the ( > é 
we. the — with the missing section, glide to that section into nee mt: top. Enter it. rape 
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Step into the room at the end the passage: immediately you're knee- 
otic You'll also find another intriguing puzzle. For now, kill 
the two Vampires. This can be tough without a weapon. You have the 
% Soul Reaver, so you may want to retreat to the doorway you entered 
“Notice all the spider- through and fight the Vampires one at a time. You must dodge and duck quickly. The first time you get hit, 


* _ = webs-not a good sign. the Soul Reaver vanishes. The Sluagh and Portal in the Spider Room will keep you fighting the good fight. > 
5 Change to the Material Plane and dash for the passage again, concentrating on one Vampire at a time. 
. A. oo pe ia climb onto the platforms (see the following steps) to reach the spear on 
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; CUR e 
me = at the platforms Walk forward and turn the ‘Twist the ae to —_ Jump up the two lower 
"~~  * attached to the walls two floor switches near the open both halves of the platforms. 
--g~_ above. You'll use them big stone block ahead. door in front of you and * 
% ~~” to make your way up. reveal the entrance to the = 
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— around on the second From the top of the pipes, Walk down to the corridor, Follow the corridor and mn 


; _ © platform and glide tothe __ glide to the open Shift to Spectral and pass through the gate at the end F 
—e) " 4 three pipes sticking out of passageway ahead. through the gate. ao 4 
vy -~ the wall. ‘ 
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“nn In the next room, Drop to the floor and use the Portal to shift to the Material The pipes on the wall next Zz 
© sg prospects look grim. Plane. Kill the two Vampires that take shape around you. to the cylinders stacked on = 
s Getting jumped so suddenly can be unnerving, but there the cubes make good 


are plenty of Sluagh and the Portal is here if youneed to weapons here. 
= 5 rebuild your health. Take them out one ata time. 
bi, 7 42IME FP. Taal fed pull pf Pink Med ah ATG, yf 
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a 
; ro 
if all three Valves on ‘ — 
af m this level arn't found, = ° 
@ you won't be able to ® LO) 
~~, While you're on the pipes next get into Climb the lowest section Leap across the gap in the cA 
= to the cylinders, look at the Zephon's Lair. of the “stairway” made by pipes and glide toa safe 
very front to find one of the the pipe organ and make landing. a 


_*” three valves you need to open 
this level. Twist it to open it. 
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your way around the room. 
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Leap into the passage Follow the corridor to a Use the Portal on the other Don't ring the bell: it brings two Vampires 
= overhead. gate. Shift to the Spectral _ side of the gate to retum to down on you in aheartbeat. If youmake 2 
i Plane and pass through the the Material Plane. Continue this mistake, shift to the Spectral Plane = 
z gate. forward to a room with a bell and climb the pipe anyway. Crouch-jump 


2 and a lot of pipes. onto the pipe and follow it up. 
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= Leave the pipe andenter _ The passage is short and ‘Leap into the pit and kill 
37 the passage on the left. ends suddenly at a pit. the two Vampires. Others 
a will continue to appear. 


-= Walk to ve jumbled blocks Pull out the block at the Push the block to the bottom of | When the block is under > 
pe “, at the back of the pit. bottom of the stack to let oe ee the valve, leap onto it and ” 
$2, the others fall. Seance latte turn the valve. (a) 
ry 4 fF OXI AF fon, ne nn ee ae, Q iz 
: : % ARCO 
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Watch as another pipe Leap to the columns you Vampiies swam youhere. This room needs plumbing 


ae 
* = comes on. You're getting tumbled. Walk up them = repair, as well. 
4 . doserto completing this and crouch-jump to get out « 
part of the puzzle: of this pit. Follow the 
pos aie back around to 
—- “Sy in opening. 
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? ; “Sai 
het we @ @- @ 
Be = Apiece of pipe on the wall _ Hop onto the pipes to ‘At the fork in the pipe, stay 
é = (to the left as you step out- the right of the passage right and keep going up. 
3 Si Side the passage) makesa opening. Use the Sneak 
=” great weapon! Lay into the mode to move safely. 
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4 N 5 
Glide to the rnlsstte Follow this mended 
section and push it forward section up as far as it goes. 4 
to repair it. Use the Sneak mode to 
stay safely on the pipe. 
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~. jou the pipe’s next left This increases air pressure Glide back down to the floor and go to the passage that 
i ©” bend, you'll find a valve. from the three pipes inthe brought you here. Follow it, killing any Vampires in your 
; ' * Turn it. platform room where the —_ way. To avoid Vampires completely, shift to the Spectral = 
A hidden door was. Plane and walk to the end of the passage. Drop intothe ~ « 
pit area to use the Portal and turn Material again. 
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Pull the block under the Glide down over the bell Follow the passage tothe —_Climb the organ pipes 
“Z., first passage you usedto __ to the gate you passed room with the pipe stairs. again and leap into the 
; & get into the pit. Leap onto through earlier. Shift to the Drop to the floor and find _ passage that brought you 
: .— the block and jump upto —_ Spectral Plane and pass the Portal to return to the here. Turn Spectral and =e 
* catch the ledge and pull through it again. Material Plane. pass through the gate. 
yourself out. Follow the 
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=> Depinto the room with the plat- Use the Glide maneuver to Float to the top of the Follow the spiderwebbed 

— forms and hidden door and use —-go up. airshaft and get out atthe _ passage forward. Go 

~ _ the Portal to turn Material again. passage. through the opening on 
~=__ Leap up onto the platforms, and the right-hand wall ahead. 
=~ fom there onto the air stream 
~=_ vented by the three pipes. 
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‘ A 77 Ls fi r 
| —@ 
4, Adoorat the bottom of 
* this corridor leads to a- 
; second Cathedral Warp 
’ Gate. Go in and stand on 
» it to activate it. 
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Leave the Warp Gate and go 

to the end of the corridor. 

Tum right and continue tothe * 

other end. Walk through the 9) 
opening to confront Zephon. é 


i. 
| = Zephon's lair looks like 
E- 


4 O ~~ the last place you'd 
. 7 want to visit. 


"Colt 's huge, and he hovers 
~ over you so you can see 
a _ how powerful he is. 


“Before Zephon can draw 
- —his leg back, attack it with 
5% Soul Reaver or fist to 


Take the flaming egg back 
to Zephon and throw it into 
his face. (Hurry with the 

& flaming egg or it will burn 
-~ up before you get back. 
And the smoke it gives out 
after burning is harmful. 


Notice the dead human 
with the flamethrower to 
your left. You'll need his 
seis in a few minutes. 


Zephon is the largest of all 
Raziel's opponents. 
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After you strike his leg, 
Zephon lays an egg. 


Repeat the procedure 
when Zephon lashes out 
with another leg. If you run 
out of legs, you can always 
hit Zephon’s egg sac directly 
to get another egg. 


Walk farther into the room _Zephon speaks in his 
for your first look at the terrible voice. 


oe Zephon has 


Before Raziel can take Zephon isn’t shy. rai 

more than a few steps, the _ his leg and watch as it gets et 
passage he entered stuck in the ground. 

through closes. 


Grab the egg and run back to the Use the flamethrower to 
dead human with the flamethrower set the egg on fire. 

‘The eggs are like timebombs. If you si 
crobinageresaine 


If you're reduced to the Use the Portal against the 

Spectral Plane, kill the right wall to return to the 

Vampire Wraiths in this Material Plane. It’s partially 

area and suck their souls. _ hidden, so you have to 
look for it. 
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| After you hit Zephon with Zephon’s soul energy Raziel absorbs the soul 
three eggs, he bursts into _ bursts out of him. energy and gains the ability ~ 
flames and dies. to climb walls. 
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When the Elder finishes Choose Melchiah’s home- At the Melchiah Warp Gate, ~ Go through the door. You'll 
™.. speaking with you, leave land as your destination tum Raziel to the right side of recognize this area imme- 


= Tephon's lair. Walk to the and walk through. the screen and walk down diately as the one with the 
= Warp Gate and activate it. the hall with the torch. (Don't pillars youusedtoleap 7” 
-* take the one that leads up to across the water. 
=< the spiral staircase). 
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~_Leap out onto the column _Now that you have Wall- Walk forward until you find — Follow the passage to the 
you used before to cross _crawling abilities, shiftto the underwater passage on other end and look up to spot 7 
=the pond. the Spectral Plane and the left. Enter it. ledges you can climb 
-* dive into the water.» onto-and the unmistakable 
ES blue glow of a Portal above. 
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Crouch-jump to the first At the Portal, shift back to Jump onto the wall, then The Vampire on the ledge has 


™.. ledge. Then jump up on the Material Plane. press % to climb. a habit of knocking you off. 

= the other ledges to pull Get up on the ledge and jump 
2 yourself out of the water. over the Vampire to get some 
i room to work in. Then kill it 
(A and follow the tunnel. 
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\ -» On the other oP of thetun- Study the giant skull Turn completely around —_—_Scale the climbing area to 
=o find a Spear in the group _ ahead. Note the cavernous and look back the way you the ledge above. (If you 
~~ of rocks ahead on the right. Kill right eye socket. just came. Spot the climb- get stuck en route, remem- 7 
~ the Vampires. ing area on the ~ ofthe ber-you can go sideways 
5 : per eyppy as well as up and down.) 


Turn right and leap to as Enter the doorway and . 
ledge above. follow the corridor around. 
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Return to the outside Climb the block's ledges Climb to the block above. Zz 


“Activate the Stone Glyph 

* Warp Gate at the ledge, but don't go down. above the block. At the top At the moment there'sno — 
_2~ other end. Turn to the right to spot is another climbing area. way aroung it. 

ie the blocks there. 5 \ 
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) Glide down to the giant ‘ mA 


* skull below. ig at 
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= Walk through the skull’s Follow the twists and turns 


Kill the Vampires at the top of Atop the next aay kill 


=> empty right eye. of the corridor to a room the next ledge andspotthe the Vampire and study 
+= with another climbing sur- _ climbing surface behind them. _ the buildings in the 
—* face in it. Climb it. Reave the Vampires’ souls, background. 
= and then climb the wall. 
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~=_Leap to the wooden Turn left and leap to the Leap up to grab the wooden bridge that leans 
= bridge ahead. ledge there. Shift to the toward you. If you fall off this bridge and drop back 


Spectral Plane. to the areas below, you won't be able to get up in ia 
Spectral form. You'll find a Portal back at the mouth 
3 of the tunnel through which you entered this area. 
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Walk along the wooden Walk along the wooden bridge Use the Portal on the ledge Walk along the wooden Zz 


* bridge to the next ledge. _—_to the next ledge. The to return to the Material bridge and turn around to 
—e: Sneak/walk allows you stayon Plane. Turn around and spot the next wooden . 7™ 
ee the bridge without falling. crouch-jump onto the bridge above. 


; : : Regular walking is tricky. wooden bridge above. 
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to that Turn left and walk to the Where the stone platform Turn right and crouch-jump 
ae end of the bridge. Climb and steps end, leap and up to the top of the ledge > 
i Es the circular stairs. glide across to the there. Pull up. 
next ledge. 
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Cross the open space atop Follow the corridor’s twists Walk to the far side of the Should you retum to the Spectral 
= ‘this ledge and notice the and turns to reach a large ledge and battle the Plane , you'll find a Portal on one 
2 torchlight gleaming in the Se ce Vampires there. There are _of the ceiling supports in the 
the hanes aie nee af ich 3 lot of them, so keep your _ large room. Leap from the lowest 
fell centuries ago. eyes peeled. support to the highest. 
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“= Look out over the ledge to Stand beside the brazier and look Follow the tunnel past two Just past the fire on the 
“see a brazier. Jump and pipbaanpietine 8 large fires. right, turn and leap up to Zz 
~ glide to it. iat onthe ede the ledge. Get behind the 5 
above it. But you can't get there stone block there and 
yet. Now go to the tunnel shove it over the edge. 


opening ahead. 
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Drag the stone block into } 
; 


the next room. 


yp 


hho You'll find more blocksin Enter the passage tothe _—_- You'll find still another 
“Seextthe Stone Giyph, you must passages on either side of __ left of the statue. block in the alcove here. 
~ take the block from the ledges the statue. 
2 ~ around the room and put each in 
the appropriate wall opening. The 
Zs wellopening! ae on twolevels cy 
4 Za hee S SM eG Ptall Md ak BPD. 
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= Drag the two stone blocks against the wall behind 5 
2 the statue to the corner where a block is stacked on } 
another one. Put the two blocks in a straight line r 


against the back wall. Don’t stack them. 
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Ss Climb onto the two stone Get behind the stone block on _ Grab the stone block with the circular 
= blocks and pull the other . the alcove ledge and shove it . design on it. You'll have to flip it around ' 
ity stone block back. Then get over the Edge to the floor. to position it before putting it into the a 
bs behind it and shove it into appropriate wall opening. It's better to 
FZ the floor. work back here. 
1 fw wey Fg 
Hi 
‘ - i. , 
4 ; 
~~ Walk to the right side of Return to the circular Pull the block out from the Walk to he ar side of the 
= the circular design and flip design side and flip the wall. Walk to the left and —_ block and push it to the wall at the 
- —the block over. block over. flip the block over to get it far end of the room. al 
is positioned correctly. 
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~ Step to the right side of In the Stone Glyph Room, _ Return to the room behind the stone Glyph Room. 
£ circular design and grab the design side and —_You have three blocks in a row against the back wall. 
4 push the block out through shove the stone block into Grab the first one, the one with the face frozen in a 
é * the passage. the wall opening. 


a 
silent scream on it. ; a 


a cK. OD, Pink” A on a Mal 


Si suds beer 


Walk to the left side of the 
the wall. You must position screaming face and flip the 


block. Pull it away from the _ side of the block and push it 
te guabaiaag ae block over. other block, and then flip it out into the passage where 7 
7 the right of the screaming face over to gee this block —_ you slid the other block into 
ars FPA 


the wall opening. 
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=~, _ Push the block to the other Run to the other side of Drag the stone block back —_ Now retrieve the last block 
= end of this ledge. Position _ the upper ledge on the to the wall opening behind _ in the back room that has a 
=~ _ it into the wall opening other side of the room. it here to put it into place. a picture. Pull it out from 7 
- x and shove it into place. Grab the block there. the wall. 
me 
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= Stand on the right side of Step to the right and flip Step to the late again,so —_ Now that it’s positioned 
> the picture and flip it over. the block overso thatthe that you'll be at the top correctly, push the block 
. picture side is face down. _ end of the picture face and out through the passage- 
flip it one more time so the way to the last wall 
block is face up. opening on the top ledge. 
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= Shove the block to the last On the top ledge here, walk back toward Walk to ‘ie igs side of Pull the block back one z 
wall opening on the top the entrance to the Stone Glyph Room. At — the picture face and flip movement. Stand in front 
= ledge. Fit it into place. the wall, turn right and drop off the ledge to the block over. of the picture face and flip ” 
find a block just below. Pull it out into the the block over. 


a 
~Z center of the room so you can work with it. 
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~ Pull the block out into the — Fit the block into place in the wall opening Return to the last picture 
“Sopen again. Stand left of between the pillar and the raised platform on block and shove it into the 
. _ the block and flip it over. _ the side of the room opposite where you started center ofthe room where > 
#, Now the block is posi- with this block. This is the wall opening nearest you can work with it. Go to 
Zz ~ tioned correctly. the statue in this room. the left side of the picture 


2 ip the block 
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sind honk of the Walk to the right side of Fit this last block into As soon as the block is in Zz 


_ picture face and flip the block and flip itover. place in the wall opening _ place, Eldritch Forces swirl” 
~ the block over. between the two pillars. around you. 
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“The Eldritch Forces con- The statue reveals Get the Stone Glyph to The power courses 


~ centrate around the statue. _ its secret. receive the power to petrify through you. 
eal enemies with an earth- 


> Press G3 to bring up the Leave the temple and walk 
™, Glyph menu, choose Stone back through the cave. os 
ud — press ™ to experi- You'll see the Health and 
ment with your new power. Eldritch Energy power-ups 
Use the nearby glyph energy that you can't get to yet. 
' sefill marker to stock upon Patience, you'll get there. 
glyph energy again. 
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~~ Kill Pa ae that Turn around and walk back Shift to Spectral form and Return through the under- 
attacks you and reave its through the cave mouth dive into the pool below. _ water tunnel. 
= soul. that led you here. les 
i 
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= JZ OFZ 
= Outside the tunnel, turn Leap back to the first Leap to the second column Climb to the opening and get a 
- 


27 tight and climb the ledges. column in the water. in the water. Then turn left the Health power-up inside. ™ 
” Shift back to the Material and leap onto the climbing _ Glide back to the shore near 
Plane in the Portal there. wall there. the first column. 
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“= Walk back through the Set this Warp Gate to the Lake of the Dead 
* door to the Melchahim Warp Gate near the pillars where you 
=, Clan Warp Gate. confronted Kain. Walk through. 
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Return To The Sanctuary Of The Clans 


~ Follow the corridor and go _ Walk to the right side of Take the first door on the 
S~through the door at the the Sanctuary of the Clans. right and shift back to 
__otherend. Turn rightand Shift to the Spectral Plane —_ Material form. Turn left and 
=, follow the canyon back to —_ and pass through the gate _grab the Eldritch Energy 


s3 ~ Kain's ae you passed through when _ power-up. 
-= you faced Kain earlier. 
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“Sturn right, Shift to Spectral to give you. Use the health- throne. Locate the pillar 
_ form and pass through the refill and glyph-energy refill _with the climbing surface. 
z gate. Shift back to Material if need to before going on. 
=” form at the Portal. Enter 
~~, Kain’s chambers. Ree es 
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~ Go through the door and _Listen to the clues Ariel has Turn to the right side of the Climb the pillar. Zz 
& 


“Pull up onto Fe ‘eds Turn right and walk down _—‘ Follow the corridorto the —_—‘ Walk to the end of the corridor and peer 
~*~ above. to the doorway. Go through. two doors ahead. Go down over the ledge into the courtyard 
= i through the right-hand below. Tighten your belt: Kain kept a lot 
door even though both go _of secrets from you, and you're about to 
to the same place. Wy see them! 
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Jump into the courtjuad. If you take the staff from the Walk to the other side of Follow the passage out of 
~ Vampire, it will return to life, but you'll have a weapon if _ the building to find ledges the courtyard] 

>». you don't have one now. Use the spikes, bonfire, and that lead back up to the 

torches as weapons also. Pillars. 
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~_ Way 
8 OZ 
<,_ Kill the Vampires by throwing Follow the canyon around. Atthe end of the canyon, dis- Walk left of the Tomb and - 
= them into sunlight or simply cover the Tomb of the find the ledges leading up 
-— avoid them at the other end Sarafan, the warrior priests the cliff wall. r 


of the passage. who waged a holy war against 
the Vampires long ago. 
4 
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» Climb the ledges. Follow the third ledge to 
on the right to find a passage. 
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~_.. Glide down into the passage At first it looks like nothing Walk to the rear of the Shift to the Spectral Plane z 
= and follow it to the Tomb is inside. Tomb to find the barred and pass through the bars. 
~ Warp Gate. Step onto the passage. Kill the Sluagh before you. ” 
Warp Gate to activate it, and : 
then retum to the Tomb. 
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Follow the corridor around. Shift back to the Material Pull the stone block from _The stairs lead into the 
Plane at the Portal. Keep _the wall ahead to reveal main Tomb area. 


going forward through the _ the doorway behind it. 
door ahead. 


istory as you gaze on the ~—_room in your current state. floor. Drop through it into _gate. Pass through. 
crypts bearing the names = Stand inthe center ofthe _ the room below. 
of all Raziel’s brothers. room and shift to the 
q 3 ee _Spectral Plane. 
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Discover Raziel’s tragic You'll find nothing in this A hole materializes in the Turn around and find the ; 


"The Tomb Guardian's Force Projectile Power 
Eee : : 


Halt on the outside ledge _A Portal is hidden in the Leap across the trench, go _ After you learn about the 


“i. to get your bearings. Kill alcove across the trench toto the Portal, and shiftto | Tomb Guardian, leap across 
w the Vampire Wraith that your left. the Material Plane. Kill the _ the trench and prepare to 
~ =. gets too close. nearby Sluagh if you battle it. 
= * need energy. 
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Z be 
Defeating the Tomb Guardian gives you = Turn until you locate the 
~z., Reaver, cut up the Tomb the Force Projectile power. Press 4 touse stone block set into the 
= Guardian. If you don't, it, Autoaim of, manually, hold & and @, —_ wall. You'll recognize it by 
57 batter the creature until it's then use the D-pad to bring the target its design. 
_ + dazed; then throw it into _into the middle of the screen. 
the water. a= aaa 
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Shift to the Spectral Plane 


Fire the Force Projectile at Glide to the hole the stone Kill the Vampire in the 
=~. the stone block to move it —_ block left in the wall. room. Standing in front of and walk into the water- 
a back. Fire at least twice to Go through. the ledge you dropped in _ filled passage ahead. 
2. knock it completely out of from, turn left and go down 
= = the way. the corridor. 
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Walk forward across the Continue across the At the top of the steps, Glide all the way across “#7 
_,_ underwater room andup __ water-filled passage. Use spot the spikes set into the water to the platform, Ee 
“<x the ramp on the other side. the Portal at the top ofthe the walls. Use them and from there to the 4 
= next ramp to return tothe —_against the Vampires ledge on the other side. 
if Material Plane. Walk up the lurking here. “= 
short flight of steps to 
the left. 
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Use your climbing ability Turn around atthe topof _— Glide to the tall column on 
to scale the wall ahead. the ledge and look atthe _ the left. 


% : 
© xm e me @ 


columns. Only one will 
take you where you need 
to go. 
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If you're carrying a weapon other 

than the Soul Reaver at this point, 
‘put it down by pressing ©) and #. 
Use the Force Projectile to blast the 
stone block off the column ahead. 
Pick up your weapon. 


When the stone block is off 
the column, glide across 
to it. 
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Jump up and glide tothe Take thestepsupandgo On the other side of the 
ledge ahead. through the door there. door, beat the Vampire 
back. You'll find a staff on 
either side of the 
doorway here. — 


| ignore the passage on the right This corridor apparently Use Pur Force ae to 
5 for the moment and take the stops at a dead end. blast the window out. 

: corridor ahead. Note the spikes 
. on the walls that can be used 


against Vampires. 
ee 4 


« Beyond the broken glass isa Climb the wall at the other Return tothe corridor you _A gate blocks the corridor 
hidden room. Drop into the _ side of the room and stand in passed up when you only a short distance 
room and kill the Vampires. _ the Eldritch Energy refillto entered this area. Kill ahead. Shift to the Spectral 
replenish your power. the Vampire. Plane and pass through, 


OO FF fae = Aree 


te CO! £877 77 
ae Go up two Sion ee steps, Absorb eiaak energy from the Vampire Wraith Use the Force Projectile 
a bearing left. Kill the to reach full health. Shift to the Material Plane. to blast the block in the gS 
~» Vampire Wraith guarding Move quickly to avoid the Turelim guards. Use the cage back against the - 
=" the cage in the next room. _ spikes on the walls and the staves in this room to wall. You must be in A 
F battle them. Material form. It takes 


about three shots to 
move it into place. 


Pass through the fence. Kill the Vampire Wraith in Leap up onto the stone 
the cage. There are spears _ block and jump up to the 
inside the fence. wall opening. Pull yourself 


through. 


Kill the Sluagh in the next Go through the arched A gated passage lies only a little farther ahead on the 


=. mom; then follow the entryway and walk to right. Pass through and walk down into the water. 
= corridor left. the left. Explore this passage now to save time later. If you fall 
is off the boat in the Drowned Abbey area, this passage * 
_ will get you back into position quickly to attempt the 
= jump aban. 
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g Wy i 4 ae AB see ae 
PG “ “=  Descend the steps into The big chain ahead leads 
J : the water and follow . toa boat you'll get to in r 
j t the corridor. the next level. 
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= A quick exploration turns up Shift to the Material Plane. Peer over the ie to spot 
‘= nothing but seabed. Return to the Follow the corridoronto _ the boat that will take you 
a corridor and climb the steps. Pass _ the ledge where it ends. to the Drowned Abbey. 


x through the gate and tur left to 
23 find the Portal in the corner. 
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Man Overboard 


= passage back to the ledge. platform. 
Just keep the wall to your left 
and you'll find it easily, 


“Leap onto the ledge and 
ranouow it left. 


ns 


pte 
a 


oe around underwater with the wallto  Rahabim Vampires. Stay away from bell tower. 
= Zz your right. Climb the ledges you find them and focus on your footing, 
7=_ and.attempt these jumps fight later. 
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Leap off the ledge and glide to Go toward the rear of the 


=, the boat on the dark waters ship and leap onto the 
below. Ifyou miss, look forthe _sterncastle, the raised 


Go through the aie atthe Look around this room 
end and use the Portal 
to shift back to the 
Material Plane. 
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Follow the dark, twisting 
corridor. 


ag wr > 
Turn ae to spot a pillar that vais Spot the next pillar and a toit The next slr is even Glide to the ledge against 


<— out of the water. Glide to the pillar. As you make your way around the lower. Glide to it. 
(Should you fall in the water, circle pillars, you may glimpse the aquatic 


JEV it 


As you stand on the Shift to the Spectral Plane 


sterncastle, look at the to get closer to the ledge. 
ledge above. 


-Drowned rom Gate, 
ye" 
a 


Go through the door to the Drowned 


quickly to locate two doors Abbey Warp Gate, Stand on it briefly to 
it, Retum to the circular room 


(in addition to the one you sesh dis bifierdoce 


entered through.) 


F 


Use the Force Projectile to Learn the Drowned 

blast the concentric-ring Abbey's history. Peer over 
target on the doors ahead _the edge to see what 

and blow them open. With you're up against. 

or without the Soul Reaver, 


you can open the doors. 
tm Mar hg 


the angled wall ahead. 
This is actually part ofthe | 


Prime's Official Strategy Guide 
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@ 
Leap across ne next Blast the Rahabim Vampire Go through the doorway. Kill the Rahabim Vampire 
two pillars ahead with the Force Also, be aware that a inside by throwing it up 
Projectile to impale it on Rahabim Vampire won't onto the wall spikes. 
the wall spikes. Leap burn up in sunlight if it Follow the corridor } 
across to the ledge. goes underwater. to the right. ‘ 
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ake or se ee 


-_ ag 
= Dodge quickly to avoid the Rahabim Vampires’ green energy blasts. Enter the next room to £ om 


oe Pes i 


~ They're deadly and lower your health drastically! Kill the next discover a series of bridges 
: Rahabim Vampire with the forch beside it, if you have to. over a water-filled pit. 
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Down The Drain. 


ae 
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_|fyou're in Spectral form, A little footwork on the left Cross the center bridge to Kill the Rahabim Vampire on the Fe 


oe the bridge to —_ bridge leads you to the reach the doorway on the far em roe eer mae 
_ the right-hand opening to _ water-filled pit below. Use side of the room. Grab one of Sa edtipwihe pusosaps: r 
#,- find a Portal. this bridge if you fall in the nearby Ripes: fora here, you'll have to pass through 
‘ along the way. weapon if you need it Open the gate to go to the Portal 
the door and dg0 through. on the bridge. 
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= Go through the corridors _ Follow the corridor to a Leap and glide to the pillar Turn right and glide to the A 
“next gate. If you're inthe | room where a number of on the left. next pillar. 
Spectral Plane, you can broken pillars project from 


still pass through the gates. a pool of water. 
we BE FLITE 0D Paull Mitt gull” iP Pull shld dull A, tit c 
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LEGACY of KAIN 
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Mam . 
- - me 
2 @ r “3 
= 
-\\ Facing the next pair of Glide to the pillar on the _If you fall into the water, head back t 
’ pillars, glide tothe one _right as you face the the ledge you first leaped from. As y 
‘on the right. next pair. face the ledge, a short column in the 


right-hand corner allows you to leap 
it. Use the Portal on the ledge to rety 
to the Material Plane. 
Laer ea Fai hd pale 7 Dial ome 4 
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: = a 
—zUse the Force Projectile against. —_ Walk through the doorway Follow the corridor left, Use the torches to kill the 
= the Rahabim Vampire ahead ton the ledge. then go through the door. — Vampires on the other side. 


4s impale it on the wall spikes. Or 
os simply dodge the attacks and 
glide to the ledge ahead. 


Follow the corridor. 
Zz, yi 
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> 
A prop into the water and When you reach the room Stop at the first corner. Climb the ledges until you're i 
| -— shift to the Spectral Plane. _ with the tiled floor, turn Turn left and look up to out of the water. If you - ae 


Walk forward. right and move forward. see the ledges on the wall, _limbed the first set of 
ledges, a Portal will be here. 


z 
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Use the Portal to return to Climb the wall. Watch out for Climb to the top, and then Glide to the first of the Z 


“Ste Material Plane. the Rahabim Vampires below. to the ledge to the left. rafters ahead. 
on Now that you're Material, they 2 
e can get you. 


v 
rN 
A “Ay 
- 
’ F 
Glide from rafter to rafter till you reach the last one. 
The easiest to navigate the jumps is to a regular 


= 


i) ~ 
™ 


A 
‘ — A stained-glass window 
- halts you. 


Use Force Projectile to 
break the stained-glass 


@ 


= Jump to the first projecting gargoyle head. (Glide for better 
control.) Continue down the row. Watch the jumps here; if you 
| ~miss one and fall, you must work your way around again. As with 
__© the rafters, short, quick taps on the glide movement seem to 
== work best. Also, aim for where the gargoyle heads meet the wall. 
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Glide to the bell tower. 


At the Chapter House, walk 
=. tothe right. Turn right to 
spot the bell tower. 


at the end of the rafter. Go 
through it. 


ined glass. 
il tu of Dial OS hr ay, 


knock them out and throw them into 
the water once you break out the 


i 


Peer ahead to the canyon below and the side of the building you're in. If 
you fall in the water, follow the channel back. Pass through the gate that fills 
the doorway and take the tunnel to the left across the checkerboard floor. 
Find the and climb up to the Portal and cross the rafters again. 
crag or age a 


“ptt 


XS - 48 5 a 
Stand on the final gargoyle Turn 
heads that have been 
joined together. Walk 
around to the otherside of 
the building. 


= @ 
toward the Chapter 


House, the nearest 
building, and glide to it. 


Pull the chain to open the 
doors to Rahab's inner sanc- 
tum below. Otherwise you 

ss a 3 won't be able to enter. 
OF a Pim” sal anal” Pal 


Descend the bell tower's 
circular stairs and get 
ready to meet Rahab! 


et in AOS fh 


LH continue down the bell 

| _ tower's spiral staircase. 

® . When you reach teh waer, 
| = = shift to Spectral form and 


ZZ 


} x ; 

/ "Jump onto the tallest 
-— pillar at the end and 
=} shift ot the Material 


Bay Ze Plane. — __ Rahab’s mean blast. 
ih ‘MUG DAP THE BP Faull pl gl YP Pik hh igh MAY) fy, 
| , . % - + 
| Se ; 
i a {oe 
4 LE AE 
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ve You can’t touch Rahab no matter 
~— how hard you try. Note the num- 
ii ©. ber of columns and stained-glass 


= "The sunlight has an imme- 
-— diate, disastrous effect 
ey on Rahab. 
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At the landing, climb the Walk into the room ahead —_ Jump from pillar to 
next flight of stairs. The and kill the Vampire Wraith pillar until you get out > 
doors ahead would have — swimming around here. of the water. 


been closed if you hadn't Climb onto the shortest 
(allt hd sul MY? ff ade 


pulled the bell chain. pillar. 


Turning Material caus- 
es the other comumns © 
to rise, as well. 


When you're Material, Rahab appears. Don't get into 
the water with him-you can’t destroy him there. 
Remember that when you shift to Spectral in the water, 
you must jump back up the pillars. Above all, avoid 


When you break the last 
window, sunlight floods in. =~ 


Use the Force Projectile to break all the stained 
glass windows. Use the [1] and |r] to manual aim. 
You can do this while standing on the same pillar. 


Leave this room and swim 


When Rahab dies, reave his soul and get the ability to 
swim: water no longer dissolves you on the Material up the spiral staircaseto = _ 
Plane. To swim, press X, holding it down to continue the bell tower. £ 


ennlne. or pane and releasing for Single strokes. Sd 


adive from the bell tower into the Swim up to the waterline. Pull in the Drop into the water on the other side —_f you must fight the 

> water below. Swim toward the wall {© and press X todo aCoil-jump _of the wall. Swim toward the back and Rahabien Vampires tise 
— under the row of gargoyles. This to clear the wall in front of you. This __ to the left to enter the tunnel there. % oP a 

. leads to the same secret path to Same maneuver also gives you a Shift to Spectral and pass through the Force Projectile. You have 
~ the Protal and rafter area when Seed burst you can use toescape _gate, Use the Portal on the otherside —_Jittle combat ability 

you fell earlier. your underwater enemies. to return to the Material Plane. underwater, 
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SmSwim to the huge stained Swim inside and follow the At the bottom of the stairs, 
_ glass door. Now that you're corridor and curving swim Straight into the 
z. - Material underwater, you stairs down. doorway ahead. 


~ can open these doors with 


Keep swimming forward, but avoid {Ip this tunnel, a gate lies Swim into the hall beyond. Spot the stained glass ahead on 4 


= —the pupating-sacs. Ifyou gettoo —_ on the right side. Follow the left. Use Force Projectile to = 
— 7 near them, they'll burst open anda the stairs down and blast it and reveal the tunnel 
AZ Rahabim Vampire will i Bean See behind it. Swim inside. 


% Climb the ramp ahead. Look at the mural on the back 
* Tum to the right to use the _ wall to understand the meaning 
5 health refill and get the of the fire. Step forward and 

£ Soul Reaver back. press @ to baptize the sword 
and turn it into the Fire Reaver. 
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en ae left and go through the Swim through the corridor _ Follow the corridor into a Swim through the 
—_ 
os up to locate a doorway on 

A next corridor and follow the the far wall. Go through. : P 
~~ third window on the right = 
a4 (where the bet come oa: 


— 


next dooway ahead. Climb at the top of the window. _large, circular room. Swim —_ underwater canyon area. 
( | the stairs. Turn right in the 


Keep going straight. This room's exit Swim through, It may take you a minute to 
lies on the left in the second row of _ recognize this place. It leads to Raziel's 
alcove doors. Clan lands. 


SLT BP Pinal er OP Pan, 


“Z Now that you can swim, Follow the tunnel. Swim inside a big Grab an unlit torch from 
= turn around in the water to circular room, beside the underground door. 
*— face away from the stairs. r 
o Head toward the rear wall 
=~ and spot the opening up 


= high. Swim throygh. 
ee fe Wy ma EE LE he “len Pr ef 2 ae | 


Bevin to the surface and Ignore the gate and the door. Walk down the hall left of the gate.Go In the next room, walk to 
- —crouch-jump out onto through the door at the end. if the hall's Vampires mug you, retum __ the ledge. 

to the hall entrance and grab the spear there. Leave the unlit torch 

where you can find it! You need it to get the Fire Glyph. 
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= Stow the unlit Between the 
two pillars on the other side 

_© @the room. There's a secret 
© you'll uncover there shortly. 
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Shift to Spectral form 
immediately to keep the 
~~ doors from closing. 


‘ae le 


Kill the Vampires and turn 
the crank. 


Go back down the hall, run _ Follow the hall to the next 
past the gate, and go room, where Vampires 
through the door on the feed on a corpse. Notice 
left. the crank on the rear wall. 


Spot the crank on the wall 
in the room ahead. Drop 
down and turn the crank. 


Use the Portal beyond the 
open doors to shift back to 
the Material Plane. 
Continue down the hall. 
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“when the door opens, go through to find yourself back 
~ in the main room with the pool. Turn right and, again, »* 
= godown the hall where you threw the unlit torch. Go 

“© through the door and shift to the Spectral Plane. 


> Use the Portal to return to 
= the Material Plane. 


Drop into the room and kill the 
Vampire Wraith. Climb onto the 
shortest pillar and start hopping 
from pillar to pillar to make your 
way around the room. 


When you're on the tallest A 
pillar, facing the door to a 

room with a fire, glide to 
the ledge. 


— 
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Drop down into the room with the 4 
pillars. Cross the floor to findthe 7 
scaleable wall section on the 

other side. 


You'll find the unlit torch at Light the torch with the 
the back of the room. big fire. 
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Climb the scaleable wall sec- Cross the room and walk through the door on the Return to the room with 
‘E tion. Retum to the room with _ other side. Light the brazier in the statue's hands to _the pool. Dive in and swim 4 
» — the pool. Tum left and walk get the Fire Glyph. Test it out if you like. through the underwater r 
©, into the room the gate had passage to the steps 
JO * closed off (the one you used leading out of the water. \ 
~_ the crank to open). e 


| “When you're ondryland, Tum right and follow the 
| = ‘try out your newest Glyph corridor through the door 
power on the Vampire at the end. 

guard here. Awesome! 
Vampires, extra-crispy. 
aD FM 


Raziel Clan lands. Warp Gate. 


j NB 
: S ee 
hi | ~Z= Go to the Warp Gate and set itto From the Underworld Warp Gate, make {f you havn't already retrieved Grab the Health power-up b 

© the Underworld Warp Gate. Now your way to the Portal room. Since you the Health power-up here, from atop the column. f 
z 


¢ ~ that you have all these awesome changed back to the Spectral Plane climb the scaleable wall sur- 

_ 7 powers, you're going to pick up upon reaching the Undeworld, use the face in front of you. 

7% fewother power-ups. Portal to shift back to the Material Plane. 4 
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if y win 
i é “ 4 
: Glide down and shifttothe ; 
fl ; Spectral Plane. Pass r a 
1} J through the gate to 
i Z the Cathedral. 
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> At the drawbridge, use the Portal to return to the Coil-jump up from the circular —_ rab the Health power-up there. Then 


. Material Plane, then turn left and jump in the moat on _pool area to land on the ledge. : ay iadontiianiaie phe te 
~~ the other side of the drawbridge, away from the under- Tumtothe left and climb the portal to return to the Matera, then g0 
* water gate. Swim around to follow the left turn ahead. scaleable wall surface there. through the double doors leading into 
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Inside the Cathedral area, tum left and walk Glide over to the ledges that allowed you to = 


the wall till you reach a scaleable wall 
isa cnt toes thelageElrtch “mb up tothe rooftops. 
mal 2 all fll. 
: a kx 
s ; { 
2 ka —= 


eZ At the top of the building,, Find the doorway and fol- _ Look at the window high Turn to the left and glide 
glide over to the ledge and low it out. For those of you above the scaleable wall to the taller building that 


s ~ get up to the Catherdral who've been here, thisis above the pit. you used to get into the 
=” entrance. Go back to the air- the “Uh-Oh Route" discov- entrance of the Cathedral. 
¢ 2 shaft and drop tothe bottom. ered earlier. nt 
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Walk to the top of the roof Drop down into the air- Follow the corridor into the 
and turn right. Glide into _ shaft and go through the cave ahead then around to 
the Cathedral's main door along the “Uh-Oh the right. Look at the 
entrance. Make your way to Route” discovered earlier. _ climbing area in the pit. 
the pipe room ahead. 


LUT BP IME V7 Saad fl pled 7 Pill Md ght MY / ff, 


ge the Force Projectile to Shift to the Spectral Plane 
break the glass at the top of + and pass through the 
~ the climbing area. Then climb gate ahead. 

* up to the ledge and follow the 

corridor ahead. 


" s y, } | © 4 

2 

3: @ @ 
x Take the stick from the wall Walk back to the gate and 

Je ~ at the back of the room. climb the wall beside it. 
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= Shift to the Spectral Plane and glide over to 


* Plane lowers the pillar ahead. Use the Portal 
there to return to the Material Plane. 
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~~ 
=" Pick up the stick you threw Glide back out onto the first pillar. 


Pe earlier. 


up the Eldritch Energy 
along the way. 
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Turn left and glide into the 5 
the pillar ahead of you. Going into the Spectral alcove. 


Glide to the third pillar and pick 


Reave the Vampire Wraith __ Kill the second Vampire 
on the other side and keep. Wraith and use the Portal 


walking forward. to return to the 
~ 


Material Plane. 


At the top of the climb, turn 
around and throw the stick at 
the alcove on the left wall. 


r 
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When you arrive on the third pillar, FA 
place the stick on the ground. Break = 
the stained glass window ahead with 
the Force Projectile. 
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Power-Ups 


Dae 


Strike the bell at the other 


Throw the stick over onto _Shift back to the Material 


the ledge and shift to the —_ Plane in the Portal here. end of the corridor with e i 

Spectral Plane so you can _—Pick up the stick and the stick. | l 

oS make the jump after it. continue forward. : 
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= Watch as the bell reveals Grab the Sound Glyph. Get the power, then return to the pillars A 
i its secrets. and drop down to the main floor. Walk == 
back to the gate, shift to the Spectral 

Plane, and pass through the gate. 
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= Return to the cave pit and take Use the Portal on the tall tower to return to Remember the underwater gz } 
__. the tunnel on the right. Follow the Material Plane. Go through the doors. room you explored earlier? © / 
a the tunnel out to the city area _ Return to the main Cathedral gate and go Jump in and pass through LH 
=> and drop to the floor. Spectfal. Cross the drawbridge and turn the gate to the underwater 
& your attention to the moat. passage. 
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The unlight Glyp 
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“& Follow the corridor to the other Swim to the far end and up Walk to the ledge next to On the lighthouse, walk to the 4 | 
end and use the Portal thereto _the ledges; haul the sunken lighthouse and fant and look around to spot the | | 
-— z e = ledges. The ledges on the right 
= retum to the Material Planeso —_ yourself out. crouch-jump to get on it. lead to the Sunlight Glyph area. 
=~ you can swim. Swim to the The tunnel to the Sunlight Warp i 
<= passage above and enter. Gate is on the right. You might | 
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Tum left (facing the wall) Enter the cave and 


Kill the Turelim Vampire on the ledge or throw 
it into the water below. You can even knock it into and crouch-jump again 


the fire with the Force Projectile. Then tum right to reach the next 
and glide to the next ledge: Crouch-jump to reach ledge above. 
the outcropping above. If you need it, take the 
spear you find there. 
€ t 


: "right and glide down to the it around. 
+ — ledge with the Turelim 
es Vampire. on it. 


Follow the path away from 


< ouside the cave, uve the Force Kill the Turelim Vampire, Follow oe tunnel and open 
eg ae Tuelin and then tum left and go the doorat the end. You can the lighthouse down the 
= ra ies ptiesiidoes where into the tunnel entrance at hear the occasional wheeze canyon wall. 
Zs artes Tue Vampire ison guard. _ the side of the lighthouse. _ of pistons pumping. 
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Turn right and follow the 


Machinery fills the room 
wall around to find a crank. * 


ahead. Watch out for the 
Turelim Vampire lurking 


ae 
EZ Kill the Turelim Vampire guarding Follow Pe tunnel ahead. 
} + — the first cave on your left. Use one 

- LS of the pipe staves on the wall. 


} = Zz Enter the cave and go through the eee 
| ca door. 
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in > _ Crouch-jump onto the Jump up again to reach the Walk to the block at the Drag the block over near = ~ 
a ae) in the center of _ top of the machinery. end of the machinery and —_wall crank. Watch out for the 
shove it over the edge. Turelim Vampire in this room. 
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= 
= Turning the crank tums on the gas- Grab the block and shove it into the gear Leave this room, walk back 
z 

~ 


jet flames throughout the level. but Ss ; f 
2s the gearwinds down/the gasicnts L0/amtlt You may have to crank a few out to the ledge, and turn = 


off. Jamming the block in the gear times to achieve this. You'll know you've _ left. Follow the path down. 
will keep the gas open. got it when the flames on the walls stay lit. 
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Choose the upper ledge here for _—_ Follow the upper ledge to where it | Drop back down the ledge and 4 


ae ores gato Soins bows in the middle. Crouch-jump up walk back to geton the lower > 
s hi ea Jock ap tba rene ete ia) get the Eldritch Energy power-up _ ledge, following it to enter the 
\ere. It's part of something you'll 5 5 
discover later on. on the outcropping above. cave the Vampire guards. 
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Follow the cave corridor Enter the building. This is where Kill the Turelim Vampire 4 
and climb the steps tothe —_you'll get the Sunlight Glyph when _ here. Look outoverthe => 
building at the end. you finish with this level. Return to —_ water and jump to the cir- 

the ledge outside. cular platform below. 
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“Stump along the circular Follow the corridor to the That's a long way to fall if | Walk down the catwalk and kill gb 
_ _ platforms, actually pistons, catwalk at the end. Kill any you misstep on the cat- the Turelim Vampire who try 5 
= all the way back to the Turelim Vampire in your walk! to stop you. Glide over the 


= ~ lighthouse and enter it. way. missing sections to keep going. 
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At the bottom of the catwalk Follow the hall around to —_At first, the next room 
you'll find pipes on the walls the angular doorways cre- _ looks like a dead end. 
to use as weapons. Enter the ted in the lighthouse Especially with the Turelim 
2 machinery. Go through. Vampire waiting ahead. 
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+ Shift to the Spectral Plane. The door ahead Walk through the door ahead. Follow the hall- 
*~ melts, Ik it. Walk thro ext. Way and the steps down and around, Go 

s se ELIE le es ugh hen through the double doors at the end. Watch 
~7 room, too, then use the Portal in the room aa 

oo : os out for the Turelim Vampires waiting up ahead 
Zz beyond to shift back to the Material Plane. behind the Portal and tn the conidor, 
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Walk left of a big water- _ Drop into the pit. You must connect the two pipes in 
wheel ahead. this pit. The blocks there have 

& holes in them: you're going to play ~ 
connect-the-blocks again. 
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= oie é a f 
rs ~ Hook the block in the cor- Drag the block just behind Stand in front of the hole —_ Walk to the left side of the © =~ 
- ner between the two pipes you to the pipe on and flip the block. block and flip it again. Now - 


to the pipe on the left. the right. attach it to the second pipe." 
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Take the block from the Grab the fourth block and pull it into the 
corner that has the hole middle of the pit so you can look at it. This 

* showing. Drag it over to block has a curved interior. Stand to the right 
=. connect it to the first pipe. of the hole side and flip the block twice. 


Lif 7 47 SME 17 Lael “db pol 72 Lill ah AO fl. 


“WW 


@ % 
Pull the block out from the wall, and then go Climb out of the pit and g : 
= stand in front of the hole to the very left. Flip follow the pipe thatruns_ * 


the block twice from this side and drag it into behind the wall. 
place with the other blocks. 


¥ 
By “s d 
gy oe id 
a zs 
= + ‘Turn the valve atthe end —_ Now that you have the Return to the waterwheel, The 
-~ of the pipe. pipes connected, the steam bellows on the right side of = 7 
water flows. The water- the waterwheel is working now. 


wheel at the other end AE . 
begins to turn. Jump into it and glide up. 


A if T BALM 42 Pasi pt pull ¢7 Dial Abt gull EY) / if 


-“ - : 
2 : Z 
a @ Sy @ 
= You'll have to glide from Climb atop the bellows as When the bellows is at its Leap over the missing sec- 
¢ ~ Steam jet to steam jet to it moves up and down. highest point, leap off and _ tion of the catwalk and fol- = 
_7 get the greatest height. glide to the catwalk on the low it around. Pass through 
aes opposite wall. the doorway at the end. 
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Sez - Go through the door at the Follow the hall into the There's a bunch of Eldritch energy Follow the hallway back to the cig 
. 


-_ 
ROAs) end of the corridor. Drop __ piston room. They're all power-ups to collect here. Go to the 
=> _ into the room ahead. operational now. back of the room to get on the other 
: Y side of all the rotating wheels. Watch 
= Z out for the holes in the floor! Drop 
A . : through a hole at the very back. 
UAL BP SM wD Pal hl OP Pull, dt pull AY? / J 
HS 
Dae 
rs AN 
} % 
a @ @ 
Bo up the catwalk. As you leave the lighthouse The light strobes through —_—_Cross the pumping postons again. 
= corridor, notice that you've the fog and hits the tiran- Turning on all that machinery also 
~ got all the lighthouse machin- _ gular lens. That's gotta Put them into motion. Leap to 
ery operational now. mean something! the ledges ahead and climb. 
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= Kill the Turelim Vampire Watch the sunlight flash Approach the Glyph area. Stand on the dais and shift 
= and enter the tunnel. through the room to acti- to the Spectral Plane at the 
2 Follow it back to the vate the Glyph area. same time a light beam 

~ Sunlight Glyph Room. flashes onto the Glyph area. 
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i Get the Glyph, then shift back t A 
Watch the Sunlight Glyph = a steal plan ie hakchal 0 After you get the Sunlight Glyph, leave the 


#. appear. ahead. Use the Glyph refill-marker room and return to the lighthouse along the 
to experiment with your new - 
power, Make sure ite refilled ledge. Go through the door to the right of 
before you leave, though. the lighthouse and keep going. 
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On the other side of the lighthouse, at _If you've already ee the oats Glyph Warp Room _ 
Save your game, you w the way. Otherwise swim to the 
the end of the passage, Bee down and bottom of the lighthouse and turn around. The tunnel that 
* spot the ledges. A Vampire stands brought you here is directly ahead, but there's another tunnel 


guard there. Dive into the water. to the left. Enter it. ; 
tight 


~. 
- 
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Swim through the tunnel 
until you're out of water. 
Walk to the Sunlight Glyph 


Warp Gate ahead. 
TAME ii all Melk mel Ale 


Set the Warp Gate for the Lake of the Dead i 
Warp Gate and step through. Follow the r 
corridor out and turn left to head for the 

Vortex. It's time to go to the big city! 


4 fT ae i SM bd pt 47 Jill db pL MY / ff 


Mea 


LEGACY of KAINi ts - 


oe = City. Gates ~ SOUL SUV READER 


iio ~~. @ B 

Leap from the first plateau Walk tothe farendofthe — Glide to the opening and E 

around the Vortex to the second plateau. Turn left —_ land in the water. Enter bes 

second. to spot the river spilling the cave. z 
from the mouth of a cave. = 
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ee . Swim through the tunnel 


—= At the end of the tunnel, Climb the ledges on 
. underwater. turn left and swim toward __ the left to craw! out of 
a 3 the waterfall. the water. : 3 : 
x. him and go through the door. 
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= Again, avoid the Vampire she ee me the sinks eee re oe Pull both blocks from the Climb the blocks and leap z 
2 Hunter if you want the inthe wall tothe left Pull the one on the Walls and stack them in the to the ledge above. Take 


people to worship you. Go ett out first. Flip it around until you can rear corner, against the ee 
Z, woithe steps to the let. _ina Then ullewtheoferbiec ‘left wall 
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~~ Tur left and deal with the Lear the history of the Walk to the end of the Enter the room and follow 
=" Vampire Hunter in this room. human citadel. Don't just ramp and peer out. Glide _the torch-lit corridor ahead. 
_ He lives or dies by your hand. walk off the ramp here. to the opening on the left Remember, you can use the - 


_ Descend the ramp. In the , - ~ 
sanall poche Reetecce: You'll fall on the ground and pull yourself through. torches as weapons, ifyou 


J and must climb back up. need one against the - 
\ Gi Ce era Vampire Hunters ahead. - 
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On the other side of the door, turn left and Follow the corridor left and 
descend the ramp, You'll find a portal and plenty climb the steps. 
of Sluagh here if you're in Spectral form. There are 


= atthe top of the steps, Cinb the wala en te ae, == ae then meet up with a B 
=~ tum around and spot the ptek up the steps, Atthe top of Vampire Hunter in front of the double doors. Go through * 
~*~ climbing wall on the left. the steps, look up and tothe leftto the doors. 

=z spot a ledge with a spear in it. If you 
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* Cross the bridge over the moat Two cmon At the top, grab the pipe A 
ole ae ahead. Climb the ramp on off the wall ahead if you 
mere the right. need it, Ascend the next = 

-*~ G ee ramp on the right. 
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Look at the buildings Just past the pipe, turn Beyond the door, climb the 
around you. Notice the big right and spot the corridor. steps on the left. At the 
pipe. Leap down and walk Enter and follow it toa top, go through the door 


5+ tothe right of the big pipe. door on the right-hand _to the left. r 
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SS Halfway up the stairs, turn Climb up to the val and Leap across and climb that wall 
— to the right and spot the pull yourself up. Turn too, On the next ledge, turn to 
* climbing area there. around to spot another the left. Although you can't 
* climbing surface on the see it, an Eldritch Energy 


opposite wall. Roomate 
v7. Pact seal call OF Judd 2 Ad ek ar iy 


ie & 


2. ¥- @ 
fad wanna Tum to the left and follow 
and take them up. Go the city streets. 
cepag ereok sadi 
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Climb up and tum to the Glide over to the ledge 4 
right to spot the niche in beneath the niche and pull ; as 
the wall. yourself up. Ss > 


: aioe Glide over to the Eldritch Energy Power-Up in the 
as niche on the other side of the last building. Glide 

A down to the street. 
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= Cross the street to the Turn leftandspotthe == 
canal. Glide across to valve on the wall. Turn it A 
get the Eldritch Energy to drain the water from 
power-up there. the canal. ~ 
- * . 
Se . . 2 ae ‘ 
< Follow the empty canal zi 
7 back to a tunnel that leads i : 
= to a room with blocks. r * 
a 4 Drop into the room. ae 


q 
Kill the Vampire below. Grab the two blocks in this room and stack. 
Notice the gated doorway. them side by side on the ledge beneath the 
a Stack the two blocks on each other. 


= Then climb on top, shift to the Spectral Plane, — 
ee and pass through the gate. 
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Climb two sets of stairs to reach 
the pool area that contains a 
Portal you can use to return to 

‘ the Material Plane. Climb the 
next set of stairs. 
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Py Ws 
#: 
ee Throw the wall switch on Take the Health power-up from the 
. 7, the wall beside the gate. fountain. Return to the empty canal by g 
* Enter the next room. passing back through the gate, crouch- 
.: jumping up the ledges, and using the = 
Portal near the canal to return to the 
Material Plane. 
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Return to the door that let you into this 
section of the City and go through. Walk 
back to the big pipe. Turn immediately 
to the right and spot the scaleable wall- 
surface there. Climb up. 


On the big pipe, crouch-jump to grab the 
ledge above. Turn to the right and jump to 


FESS) oR Lo Sa ap A ET 
=5 __ the big pipe. to the catwalk around the water tower. 

4 yf D BP PMO 0D Taal pl gol 7 Dial pil pul MOY) 7 fi 
eee ’ i> Se : = 


% Follow the watertower 

rs catwalk ramp up to find i 

; the Eldritch Energy 

% power-up above. Glide ae 
< f back down to the bot- 

: 74 tom of the water tower. 
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+ Stand by the climbable wall section again Go up the steps. 
= and walk to the right, away from the water 

= 
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tower. Enter the gated door ahead. 
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= Climb all the steps till you —_‘ There's a staff up cgay ze © 
= reach a gated doorway at the street light ahead if b a = 
B the top. Go through, out you need a weapon. Pr whe aes 
§ onto the street. Turn right - 
25 and start walking. 5 bp: 
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Continue down the Go up two flights of stairs a . e 
street and around the to find a Warp Gate Door. nity e i. aa hag Zz 
corner till you find a Activate the Warp Gate, tt aa a eae 
stairway. Go up it. then go back out on the scaleable wall under it an 


street. Head to the right. climb up > 


ore gece” get aa 
a 
Grab the Health power-up _Gllide across to the ledge on Glide from archway to z 
inside, then turn around the other side. Turn around and archway. z 
and look across the street spot another ledge to the right —s 


to spot a ledge there. of the area where the power-up 
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was. Glide over there. 


Jump to the third arch- Turn around and spot Glide over to the wall 
way on the second wall the wall switch on the switch and throw it. 4 
and stop. ledge across the street. 


4 ’ 
= The wall switch opens the door —_ The pool is interesting, but Climb to the ledge. Pull Look at the opening across 
. & below. Tum around and get the look at the climbing wall yourself up onto the the street. f 
EG Eldritch Energy power-up from __on the left. next ledge. . paige 4 
i 


~ “> the alcove across the street. Then i 
ae drop and go through the door. 
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= Glide across to the Turn right and descend —_Cross the room to get Walk left around the street Zz 
a opening. the steps. Deal with the — the Glyph Energy to return to the gate door > 
ate humans however you power-up. Return to the _ that let you in. WE 
ae see fit. street. 
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™.. Go through the gate and Surface in the water and then look Turn and swim under the bridge B 
= down the steps to the next around to find the tunnel in the side. _to find the tunnel hidden there. 
2 gate door. Go through, out Swim down to it and enter. At this Blow the gate apart with the 
= ” — to the water tower area. point, you're actually inside the Force Projectile. 
:. - 7 spherical part of the water tower. 
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: a.) © ‘ae Oz 
= 
Ns a Swim up to follow the pipe. Swim through the big fan Surface in the water, and At the other end, swim into A 
above. then look around to find a small room; take an ve 
iA the tunnel in the side. immediate left to reach ‘3 
Swim down to it —_ enter. the connecting tunnel. 
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= Swimalongthetunnelto Avoid the Rahabim Take a pipe beside the bs 
¢_ anunderground temple. Vampire. Crouch-jump out steps for a weapon, then ang 3. 


of the water tothe ledge climb the steps ahead. fig ay 
on the right. 3 
ms orc: Ptah noel oF fal ee ah I, fi e° 


a) ms! 
| Examine the statue in the Walk to the tight of the Climb the steps and The stairs = sisi at 
-y. pool area ahead. Notice __ statue to find a hidden deal with the Vampire —_ a small canal. 
' @) 7s the opening above its passage behind the door = Hunter however you A 
| head and the streaky wall there. Follow the passage. want. Keep going up the & \\ 


2 behind it that leads you next set of steps. we 
7”. to believe water once 
>. flowed there. 


| “eeLeap across the canal and _ Drag the block into the canal, and then get behind it Drop into the water with 


3 = pull the stone block from —_ and push it over the ledge at the end opposite the the block and dragitinto © . | 
} A ~ the wall. Take the Eldritch stone wall. Don’t try standing in front of the block and the hole in the center of 2 
| =~ Energy power-up from pulling it into the water with you. You can't. the room. 
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~~ The hole is a drain. Swim toward the door As soon as you get close, Take the Water Glyph. zg 

* Once it's blocked, the you entered through and _you see the waterfall cours- 

2 toom quickly fills return to the room with _ing over the statue from the = 
with water. the statue. opening above. The statue 


releases the Water Glyph. 
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=e Ss Immediately, anew power _ Return to the canal. Follow the hallway to Leap over the railing 
- *pfills you, giving you another Leap across to the the Health power-up here to drop back into 
attack ability, Experiment _ climbable wall on the and take it. the City area. 


-  ¢ with this power while you _ other side and go up to 
7 have the glyph energy refill the ledge. 
handy. 
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Cross the bridge over the Go through the gated door Set the warp gate for the Walk to the door and - 9) 
a 


“=: canal to the water tower _ at the top of the steps and_Lake of the Dead Warp _ turn left, toward the 
and go left, heading for _ turn right out onto the Gate and walk through. _ Vortex. Cross the bridge iz oe BP 


” 2” the gated doorway that __ street. Keep going till you and leap to the second 
_7 leads ultimately tothe __ reach the stairs leading up plateau. 

=2 City Warp Gate. to the warp gate. 

‘AUG DT 4A THO 07 Fish dil gl FZ. Pull? fb gull MY) / fj, 


- , Walk tothe farendofthe Leap the gap to the second 
= plateau where the broken _ plateau and walk to the far 
" * "bridge is. The cave open- end, to where the broken 
¢ _ ing that leads to the bridge stands. Ash Village 
-’ Ruined City of the lies dead ahead, 
~~:  Dumahim is dead-ahead. & bs 
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= Stand at the broken bridge at Turn left to spot another such Glide over the broken Swim beneath the opening 5 
~ the edge of the plateau and —_ opening, but with water pour- bridge and jump into the — (use@®2) and ®) to look up 
~ scan the wall ahead to find the _ ing out. You've been through | water. (You can’t glide to and position yourself). 
= = opening in the cliffside. that one to the bade y you the opening in the cliff.) 
2 don’t want to go again, 
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_ Swim across the tunnel Climb out and follow the = 
a8 to the other side. tunnel, killing the Vampire = 
ahead. 


| = Walk through the stone Keep the wall on your ri t and continue forward. You Enter the first cave on 
| os = arch at the end of can use the torches along the walls as weapons, the right. 
} = is the tunnel. should you need them. — 
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Follow this new tunnel to _Leave the cave. and study Climb the pillar. Walk forward to spot the 
= the warp door at the end. __ the big pillar in front Saee cityahead. = 
7 Go through and activate of you. eh Cr 
7S the Warp Gate beyond. 
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‘ sy * Jump up and glide over the 
doorway between the two on 
4, carved heads on the 
city wall. 


| nas 


“Drop inside the city wall Step through to see the Shift to the Spectral Plane _Ignore the gate ahead for a 
* and go through the big carnage ahead. Listenas to go through the moment. Turn right and 
2 wooden doors at the back. the Elder tells Raziel the gate ahead. follow the corridor. 
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human Vampire Hunters 
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Study the gates in the When you look through the Turn left and walk around Z 
~ 


_ The corridor ends abruptly, 
‘but notice the stone block set wall ahead. gates, spot the Vampire the gated area. Don't pass 
in the wall. In Material form Wraith and the stone block. through yet. Turn right once 
® you could move it. Return to and spot the door on the 
: left. The corridor beyond 


= = the gate you ignored earlier at 
2 and pass through. leads only to a dead end. 
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<= 
> Keep the gates on the right Turn immediately to the gate on Use Force Projectile to knock 
a and round the next corner the right. Look through and spot the stone block inside the 
omy to find the Portal. Shift to the interesting ledge and open- enclosure against the far wall. 4 
*- the Material Plane. ing on the wall on the other end You must hit the stone block = & 
of the room. Now all the you five or six times to knock it all 


need is a way to get up there. the way back. 


3 
ay 
RT oT pu D 0 FAD ep Palle hl pul 9p Dial OT lalla, 
* 


Don't pass through the gate Enter the doorway and follow Look down and spot Turn around and return to 
(ad) > yet. Tum to the left and follow the corridor to a ledge. Okay, the doorway. the gated enclosure. Shift 


pt —z | the enclosure around till you _ that lever and wheel looks to the Spectral Plane and 7 

: » - ~ spot the doorway on the left __really interesting, doesn't it? pass through the gate. y 
[ ee i sg i ie comer. Be Pee You'll gett there. 
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>) ~%Reave the Vampire Wraith — Leap up onto the stone Walk forward and drop Spot the door ahead that > 
o in the enclosure. block, then onto the wall through the door off you passed through earli- 
ce nae) above where another the ledge. er. Follow the corridorto 
* Portal is. Shift to the the left. 
Material Plane. 
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= Now you're back in the corridor with the dead Climb up onto the block, Ahead is the courtyard A 
»_ end and the fascinating stone block inset in the then turn and leap onto filled with corpses. (é 
*,- wall. Only you can do something about it this the ledge on the wall to : 
Z Z time. Yank the stone block from the wall twice. the right. ‘ 
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3 Jump up and glide over Follow the corridorto — Look closely to see the archway 
} to the archway on the »_ the other end. near the ceiling on the other 
. other side of the court- side of this big room. You're 
4 yard. going to have to build some- —_ 
4; thing really tall to get up there! e 4 
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ELook down to spot the stone blocks in the Glide to the stone partition Turn right and leap to the 
. — trench. There's another trench on the other side. between the trenches. ledge with the crank on it. 
*,- (Until you find a way to drain the water from the 
trenches, you can't lift the stone blocks.) —- —_. ‘ 
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~~ Throw the crank to Walk to the ledge's edge. Drop into Weaponless against the Vampire (who suddenly exhibits some z 4 
= drain the water the left trench and kill the really nasty powers)? No problem. Leap back up onto the stone aD 
2 from the trenches. Reincarnated Vampire. When the partition. Tum left to spot the ledge there. Notice the ledge to aie ae 
a. water is drained, a Wraith Vampire the left of that one. If you end up back in the Spectral Plane here, - 


: chose to inhabit this drowned corpse. you'll find a friendly, neighborhood Portal here, as well. 
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“Shump to the ledge in front Grab a spear from against Pull a stone block from the rear wall of the | 
_— of you. Glide from there to the wall and get down to first trench and place it next to one against = ii 
®,- the ledge around the cor- some serious soul-reaving the partition. i 


ner on your right. in the trenches. f 
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“me Stack the second stone Get another stone block Climb atop the third stone Climb onto the partition 4 
_ — block on the first. and place it against this block and shove the sec- — and drag this block tothe > i 
ef stack of two. ond stone block onto the —_ second trench. i 


partition. 
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Push the stone block down into 
the second trench. That gives you 
four blocks to work with in the sec- 


partition onto the stack of 
two stone blocks. 


¢ standing on to the top of 
the one in front of it. 
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~ Burning Down The house 


1} 


“= Follow the corridor around to the right and go up 
* the ramp. Walk out onto the ductwork in the huge 


furnace room and drop down. Go up the ramps 
around the furnace floor to find the wheel that 
controls the gas supply 


under the opening. Climb up 
on the partition to make sure 
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Return to the first trench and get 
another block across the partition 
the same way. Lift the stone block 
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of three. Climb up the stone 
blocks to reach the opening in 


few ei ~ “Bie youve got SS oo right. EF the wall above. se fe 


a ond trench. It's not enough. next to the first block up first, then 
i go get the block in the far corner. 
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i ] ) ws When you have three blocks in this corner In the second trench, kill Hop onto the single block, then 

ao = again, lift the stacked one onto the partition. _ the Reincarnated Vampire lift the top block of the stack 

< “ Shove it over the edge into the second and grab one of the other onto the partition between the 
_ + => ~~ trench onto the first block you dumped over blocks and shove it against . _ trenches. 

BB, =-z there to save some time. the stack of two blocks. 
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2, Drop down to the floor and Climb up onto the partition Drag the stack of three stone Pull the last stone block in the 
lift the block you were and shove the block on the blocks against the back wall second trench over to the stack ba 


wt. 


Turn the gas supply on 
with the wheel. 


Go on around the ramps to 
find the ignition switch. 
Pull it to start it. 
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The furnace explodes The explosion blows adoor Follow the corridor around Push the block over the 
= into action, throwing open behind you as wellas —_ toaledge that overlooks _ledge's edge and jump 
ze flames all around you. one on the floor entrance that another courtyard. Astone down after it. 
7% But you're not harmed. you'll get to in a little bit. Go _ block sits on the right. 
ze through the door behind you, 
‘ 4 “ i 
7 
a 
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“y. Stack the two stone blocks, Climb atop of the block Crouch-Jump to reach the — Walk through the passage- 
= then drag them to the wall _ stack. ledge above. Pull up onto way at the back. Stop at 
+ opposite the wall that holds the ledge. the ledge. 

the doorway you entered 

this area through. 
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= Somewlere in the levels Since there appears tobe | Remember things always A 
up above is the interesting _no way to get up in this change from one plane to 4 
switch you saw earlier. room, shift to the Spectral another. Now look at the ledges 
Plane. _ around you. They've moved. 
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Leap to the left and climb | When you can see the Glide over to the ledge on —_ Look up to spot the 
~% onthe ledge there. Keep Portal on the ledge above, _ your right. ledge above. 
= leaping back and forth turn to look at the ledge to 
. — between the ledges, your right instead. 


consistently getting higher. 
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Pull up and turn to spot 


Glide to the Portal and 4 
the Portal on the other 


shift to the Material Plane. > 
ra 


The switch and wheel are 
beside you, as well. 


= Crouch-jump upward to 
_ grab the ledge. 


side of the drop. Unfortunately, in Spectral 
form you can touch neither. 
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A drawbridge opens at the 
bottom of this room, 
revealing a hidden door. 


Glide back to the wheel and switch. If you fall from this ledge, you Pull the switch to activate 
can't leap back up to them unless you shift back to the Spectral the wheel. 

Plane. (Remember, the ledges are farther apart in the Material 

~7” Plane.) When you're up there again, you must glide to the Portal 

ye and become Material for your next attempt. 
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Go right. Look up at the ceiling to spot Ignore the gate and pull 


Glide down to the drawbridge and go 


= through the door. Follow the passage to the T _ the big hole there. You can’t reach it the stone block from 
“intersection. Go to the left and investigate by jumping, so look at the stone block _ the wall. c 
gs thecage there. It's a puzzle to open the way _in the wall on the left. 


7 to Dumah's lair. When you finish looking 
“4 around, come back to this corridor. 


fy 7 py 


~% Push the stone to a point just before _ Kill the vampires you find 
here. Then turn your attention 
to the pillars. One of them is 
short enough to Crouch-Jump 
on top of. 
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= you reach the T intersection. Leap 
¢~ up, then Crouch-Jump up through 

~ the opening in the ceiling to a room 
illars. 


<3 


Once more you find yourself in 
need of a change of view. Switch to 
the Spectral Plane and glide over to 7 
the next pillar with the portal on it. 
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? = Switch back to the Material One more pillar, but first you Take Material form before 
+ Plane and glide to the must do a bit of that voodoo that you glide to the opening in 
“ next pillar. you do so well. Make the switch __ the wall across from this 
2% to the Spectral Plane and glide. last pillar. 
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“Z=Follow this corridor to the _Lift the pillar and The falling stones of the Enter the corridor and walk 
-— edge, then glide into the _ topple it. pillar smash open the door to the next room to 
©,- gated area surrounding to Dumah’s last refuge. confront Dumah. 


ae 


the pillar. 
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Walk down the hall, shove the big Shackled to his throne and But Vampires live their 
doors open, and enter the large impaled by wooden spears, unlives on two planes. 
throne room of Dumah. Dumah seems as dead as 

dead can be. 


~~. Walk to him and pull the When you remove the last As you listen to his speech, Your makeshift spear can’t ba 
= three spears from his body. spear from Dumah’s body, —_ you know it will be another make a dent in him. 

-— (After you remove aspear, _ he revives, breaking free of _fight to the death. e 
throw it away to free your _his shackles. Apparently he’s 

hands for the next spear.) _ not prepared to thank you. 
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~The Soul Reaver does Even the Glyphs you've Dumah’s attack consists of a stun attack of earthquake z 
= no damage. gathered don’t hurt Dumah. intensity, followed by his power of constriction that he 
= uses by running around you. Stay ahead of him and out 
Ze of those deadly blue bands he creates. 
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Doesn't fire kill a vampire? What you need is a great big fire. That furnace Head off around the 

might do the trick. Lead Dumah back toward the entrance to the hall. He toppled tower to the 

may be powerful, but he’s not too bright. If you get too far ahead of him, doorway on the other side. 
you'll lose him. Look behind you to make sure he doesn't get lost. 
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Take a right at the T Continue forward across the draw- Continue leading Dumah around the 
intersection and head up _ bridge that fell into place when enclosure where you had to push the 
the ramp. you operated the wheel high up block to one side of the cage. Enter 
on the ledges. the first hallway on the right. It will 
si be on the opposite wall than the one 
you entered through. 
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Lead Dumah down this Head up to the wheel 
winding corridor and into and tum it to get the gas 
the furnace. pumping. 


orn 


Now dash to the leverand — Wow, that’s gotta hurt. Bid + The consumption of Dumah's soul gives 4 
give it a yank to give Dumah goodbye. you the power of Constriction-your most 
Dumah a real hotfoot. powerful ability so far. Use it well. 
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ith a brand new power cours- the doorway 

) _ ing through you, walk back to 

| { ie ~ the fallen pillar that knocked 
 _ 7 open the door to this room. 


* The turning statue causes 
a door to open, and closes » 
‘all others. 
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Tm kill the Vampires inside. Use the 
_ _ bonfire if you have to. Once they're 
© dead, the doors open again. A Portal 


_ == Remember to collect the 
Health Power-Up at the 
end of the room before 
~ you leave. 


“aay from battle with Dumah, Turn right and go through 


lies just inside each locked entrance. 


_ (Health Poweraty- Lo Lawl dhe ale 


Out in the courtyard, constrict the statue Constrict the statue in the 

clockwise again and go through the next courtyard clockwise a fourth and 
opened door Kill the Reincamated 
Vampires. Use the Glyph energy refill at__ and down the corridor to return to 


© @ | 
Follow the corridor to the —_Practice your new Constrict ability on 
statue in the courtyard the statue, causing it to turn. Run 
outside. around clockwise. For the Constrict 
ability to work well, stay close to the 
target using the D-pad and run fast. If 
the trailing blue ring doesn't show, 
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Go through the only 
doorway open to you and 
watch as the doors close 
behind you. 
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Out in the courtyard, 
constrict the statue 
clockwise again and go 
through the open door. Kill 
the Vampires in this room. | eer 
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Walk through the door on the 
left and walk down the corridor> 
final time. Go through the open door to the doorway on the right. 


the sas of the room to fill up again. the room with the fallen pillar. 
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This is the area where you got 
the stone block earlier. 
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Now you're back at the 
room with the block in the 
gated enclosure. 


eS Follow the corridor. Cross 
the bridge and turn left at 
a the end. 
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<ze’ ® 
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Shift back to the Material Climb the wall at the end 
—— 


Plane in the courtyard with _ of the other courtyard. 
~~ all the corpses. Open the 
_ ~ big wooden doors at the 


. 
=F" end and go through. 
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= Traverse the corridor, climb 
the stairs, and go through 
the door. Kill any Vampire 
_ Suards who may’ lurk here. 
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\- Ifthe drawbridge isn’t down, throw the wall switch. Then 
9“ use the Constrict ability on the device that looks like a 

_ _ sundial in the center of the tower. Run counterclockwise 
©, around the sundial knob. You'll become familiar with 
these sundial devices in the Oracle's Cave. The Constrict 
= ability isa Sia thing. 


ca LZ io EA fA oP hbale, 


this area. 
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Go through the wooden 
door on the other side of 
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Turn left and keep walking 
to the gate on the wall. 
Shift to the Spectral Plane. 


Pass through the gate. 
Ignore the corridor on the 
left; you've been there 
already. Pass through the 
next gate. 
Beh fill a 
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Facing away from the ined gate, Ee 
drop down and head to the A 
Dumahim Ruins Warp Gate. Walk / 
inside the Warp Gate and setthe * 
destination for the Raziel Clan Warp 
Gate. Go there to finish rounding up 
the Health Energy Power-Ups. 


Spot the Eldritch Energy 
Ball atop the pillar you 
used to get into the 
Dumahim Ruins, and then 
go get it. 
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Follow the corridor to the right and 
keep going to the Drawbridge Tower r 
that let you into Melchiah’s domain. 
Climb the spiral staircase. 
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Kill the Vampire guard. (Grab a 
spear from just around the corner 
from the fire, if you don’t have one.) ,- 
A brief exploration reveals that 

for a better look at the room and you're back on the ground floor that 
grab the Power-Up there. leads to the Drawbridge Tower. 
pay 2 Lint the 


Now throw the wall switch and 
cross the drawbridge that has 
lowered for you. It's a different 
area. Glide to the alcove ahead 


fate 
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<< Go back up the stairs and Enter a room that has an Drag the blocks to the Leave the third block near <# 
constrict the sundial knob coun- Eldritch Energy Power-Up ona_ raised portion of the pit the raised section so you 
terclockwise again. Throw the ledge high overhead. There _ floor. Liftand place twoof canuseit.Thenstacktwo > 
'©,. wall switch again. Find and cross are also three blocks in the them on top. blocks as you stand on the 
— ~ the drawbridge. Follow the room. Push the one on your third block. 
2 corridor and climb the steps. _ ledge over the edge. 
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Push the stack of two blocks + Crouch-jump from the Return to the Drawbridge _ Follow the corridor toa 
' _,, onto the third block on the __ raised floor section to the Tower. Constrict the sundi- room with pillars. 
Ae, floor, for a stack of three. three blocks. Leap from al knob counterclockwise 
& Drag them all toward the the three blocks to the and flip the wall switch 
_ wall under the ledge with ledge. Grab the power-up. _ again. This is the last of the 


¢ the Glyph Energy power-up. four doors that exit the 
’ Position them halfway Drawbridge Tower (not 
between the wall and the counting the steps). 


REY 


y, raised floor section. 
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Cross to the other side to get the 
_ Health Energy and Eldritch Energy 
& . power-ups. Then return to the 


Health Energy Power-U} Pay 


" Raziel Clan Warp Gate. Set the 4 ec Ye 
destination for the Drowned Abbey 
e@ Warp Gate. Walk Seow: 
_ The Drowned Abbey” Lf L/P 4 In 


ea 
ply iw 


‘Follow the corridor and go__ Walk to the ledge and Swim to the rightto grab the —_ Follow the corridor and spot the ba 
_ through the door into a leap into the water near Eldritch Energy power-up in power-up and the Rahabim 

,, circular room. Go through _the boat. the cave mouth. The gate is Vampire ahead. Swim a little 

~ the open door on the left. halfway up the wall, not on the farther and grab the Glyph 

7 Ene! . 
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Turn to the left in the corridor on the 
other side of the gate and use the 


Portal. Then go to the ledge that 
hangs over the boat and the lake. 


Leave this underwater room and swim to the tun- 
nel on the opposite end of the lake. Grab the 
_ Eldritch Energy power-up at the mouth and swim 
~* through the corridor and up the ledges. Shift to 
- Spectral form and pass through the gate at the top. 
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Walk to the ledge and glide 


“3 Tumleft and walk through —_Follow the corridor to the 


»= the cave mouth. Use the doors that overlook the down into the Drowned the Rahabim Vampire on the 
Portal in the circularroom Drowned Abbey itself. Abbey. Make your way other side. Follow the corri- ,. 
* to shift back to the Blast them open with around the platforms tothe dor to the right and kill the 
Material Plane. Turn left the Soul Reaver Force main entrance. Gather the Rahabim Vampire. Keep 
y and go through the door. Projectile. Eldritch Energy power-up. going forward. 
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Drop into the drained pit. 
Pull the two stone blocks 
from the walls to reveal the 
hidden areas behind. 


Walk onto the bridge area This drains the water 
~ ahead. Constrict the below. 

= pole by running 

~” counterclockwise. 


Z and take it. 
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SZ... Climb out of the pit and go through the door opposite 
~~ the one you entered through. Follow the corridor 
= _ through the next door. Leap to the pillar on the right 
—” and make your way across the water (or swim.) 
~ _ Crouch-jump to get out of the water on the other side. 


and follow the corridor through the 
door at the end. Follow the corridor 
beyond and enter the water. At the 
opening, continue swimming forward. 
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Go through the arch on the other side Halfway into the room, 


Glide to the boat. Walk to 
the sterncastle, shift to the 4 
Spectral Plane, and jump 4s i 
to the ledge. 


Go through the door and kill = 


One of the two hidden areas 
has a Health Energy Power-Up 
and the other has Eldritch 

Energy. Kill the Vampire guard 


over the checkered floor 
area, turn left and swim | 
through a doorway. 


P Aed 7 
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; = Follow the winding stairway down Turn right and swim Swim up toward the top of the circular room to find another z 
¥ = and around. Swim left when you exit through the opening with __tunnel mouth. Swim in and follow it into another room. Take = 
| _ 7 the stairway. Avoid the stairway the Eldritch Energy power- _ the Eldritch Energy power-ups there, and then swim to the ee 
et =~» ahead, which leads to the Fire Forge. up. Swim to the end. opening opposite the one you entered through. = 
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~ 
= Swim down and left to discover you're in Go through the door and return to the 
4 the room in the Raziel Clan Territory. Warp Gate through the Warp door. Set r 
| ae Swim up the stairs and turn right. the destination for the Stone Glyph Warp 


Gate and go through. 
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Warp Gate, go down the corridor way up through the bridges again. skull and jump off toward oe 
and through the door. Jump off the You've been this way lots of times the brazier. yey ee 
ledge and glide toward the skull. before, so you know the way. ay. 
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= Once you arrive at the Stone Glyph Enter the right eye and make your Go up to the top of the 
= 
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~ - 
_= Walk to the ledge close to the cave that leads to the Stone Stand by the brazier. Glide over to the climb- Zz 
Glyph room. Turn around and focus the Force Projectile on the ing surface and go up to r 


stone block that’s in the way of the climbing area you've tried to the ledge. 
get to earlier. Blast the block over to the side of the ledge. 
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= Climb up the ledge and Turn right and swim through Set it for the Melchahim Zz 

e grab the Health Energy the opening where the light Warp Gate. Go through. r 
@ Power-Up. is shining down. It marks this 


AE area really well. 
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Leave the Warp Gate area _ Leap across the Pillars Enter the building. Goto _ Insert the Soul Reaver Zz 
c and walk out to the right, again or swim across to the coffin at the back that _ into the coffin. r 
bn _ 7 the corridor that leads to the building on the has a picture of crossed 
a the water. other side. Soul Reavers on it. 
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Once the coffin moves, a Peering over the side only Drop down into the tun- Zz 
tunnel is revealed. gives you a glimpse of nel. Follow it till you a 
what is inside. reach a stone door with 


crossed Soul Reavers on it. 
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_, _ Shove the Soul Reaver Enter the room and grab _—&Return to the Melchahim Warp Fe 
= into the door to open it. the Eldritch Energy Gate. Set the destination for 


power-up. the Ash Village, and go there. 
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_ tothe climbing pillar that 
_” allowed you entrance to 
the Dumahim Ruins. 
’ i maa a 


Continue to the right of the 
next building. 
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Follow the canyon around Walk to the right of the 
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Continue through the Reave the soul of the 


pillar and through the canyon trail. Vampire ahead and 
arches ahead. keep following the trail. 
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Kill the Vampire by the Kill the Reincarnated Constrict the switch to Ze 
bonfire and fore up the Vampire near the switch. open the doors to the Zz 
Rire Reaver if you want. Oracleis Cave. 

Keep going. 
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~~ Gothrough the open doorsto eave the souls of the Take the right fork in the Return to the tunnel and a 
yy Oraclefs Cave. Vampires ahead. Go tunnel to go up to the head to the right. 4 
a through the gate a little Oracleis Cave Warp Gate a 
< further on. and activate it. Save your 
r game here. 
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| Sais 
Pe \— Kill the Turelim Vampire Find the big hole in the Go through the opening in _ In front of you is another 
» °=* ahead. Reave its soul. Shift wall and go through it. the wall. switch and a Portal. Kill the Z% 
_ to the Spectral Plane. Vampire Wraith that comes ,- i 
after you. Shift to the 
Material Plane. 
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Facing the big door that Follow the ramp down. Return to the Material Plane —‘Turn left and spot the stone 7 | 

x just lowered (itis the one Change to the Spectral in the Portal on the other side block in the wall here. Drag ? 
= next to the Portal), turn Plane at the bottom and _ ofthe gate. Two stone block —_the block out of the left wall 5 H 
” fight and go through that —_pass through the gate. = areas are in the wall onthe = and push it into the sunken i 


~~ = side door. right. One of them has astone area jn the next room. 7 
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%. Then take the other block Then take the other block As you move the stone pA 
sy on the right wall and push __ on the right wall and push _ blocks, notice that various 4 
3 it into the empty space on _ it into the empty space on doors are opening and “ 


the left wall. the left wall. close that would seal off 
other areas. “ 
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~Go through the other side door Turn right and get the stone block ena the stone block into 


and pass through the gate. Shift you pushed into the sunken area. the empty wall space 7 
, tothe Material Plane. Notice the Shove the block against the low wall —_ under the Z. “ 
_” big Z on the wall at the back: on the side where the Z is. Lift the 
~ - this will be important. stone block up onto the ledge. 
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Sshitt to the Spectral Plane, pass through the gate, and retum to the With the two stone Shift back to the Material 
_ _ Switch room. Go through the other side door and pass through the _ blocks now properly in Plane in the nearby Portal. 


-, gate there, Shift back to the Material Plane. Yank the block in this _place, the main doors 
~ area out of the wall and slip it into the hole under the O. open. 
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There are the open doors. If you want it, you can take the spear from The spear comes in handy in the = 
the Turelim Vampire lying in the sunken area beyond the doors. The corridor > | 
area. But it will come to life and youill have turns right. Use the spear to killthe © 

to kill it a final time to claim the spear. Turelim Vampire on guard there. 
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Continue forward to spot the interesting pole in the center Take the corridor left. Follow the 
of the room. A corridor leads up to the left and a door is _ curve around to the gate. Shift to 
on the right. Experiment with the Constrict power to turn __ the Spectral Plane and pass 
the pole since there are circles around it, and reveal a through. Kill the Vampire Wraith 
secret room. Use the Glyph energy refill marker inside. on a = keep 
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Jump the ledge at the end __ Kill the Vampire Wraith that ; 
of the trail. comes at you. Turn right to spot 


5 4 the Portal on a nearby ledge. Use * 
7 s it to shift to the Material Plane. 
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Through The fretiches. 
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mS, =, _ Leap back to the ledge Upon closer inspection, putting the Climb up to the stone 
> = and walk through the door. _ stone blocks in the wall openings _ blocks on the ledge and 
, -. Take the spear in front of isnit going to be easy. The trench —_ pull them into position in r | 
oS you and examine the two doesn't give you room to shove the _ front of the wall openings. | 
stone blocks and wall stone blocks into the openings 
ne ahead. from the ledge. 
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~ 
g Use the Force Projectile Go through the opened Kill the two Turelim Z i 
2, ability to hammer the doorway. Vampires in the next room. 

- stone blocks home into 

; the wall. 
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Walk to the center of the Constrict the four poles around the symbol on 


Once all the poles are 
the floor till they all point to that symbol. Some pees 


of the poles will have to be Constricted more lined up, the door with the vies 
bet once to get them properly lined up. Also,  S@M€ symbol on it opens Lac 
y For E, ee ry Turelim Vampire yr up back in the cave area. 
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4 room, Notice the symbol 
on the floor. 


Leave the symbol room. Leap Come back to the ledge. Keep going across the 


across the trench, but halton Drop down through the sunken room. 
the ledge outside this build- gap. Ignore the hallway 
ing. There's a climbing wall ahead. Turn to the right 


under the big brazier ahead. . 
If you want to fire up the Fire and go through the big 


Reaver, g0, for it. opening. 


, i Ze “ eal, dh 2 Lal 
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_= Shift to the Spectral Plane and walk through Use the Portal in the next cavern to return to the Material ~~ Constrict the aie after 


- _ one of the gates. Shift back to the Material Plane. Kill the Turelim Vampire that appears before you. — Gh cerving the circles on 
=, Plane in the switch room and Constrict the Enter the doorway thatfs now open in the cave. Neat me sn around it 
=~ switch. Return to the Spectral Plane and walk __!ooking cauldron hanging there in the middle of 2 
& 7 through the Opening i in the wall. everything, isn’t it? 
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= Follow the corridor to a Round the big pole to the The statue is of Moebius, 
. Pa fiobe that! ‘S socnitaeeeniae left. The pole holds a huge who controlled the time > | 
%, clock. Two floor switches streams. 
g stand near the statue across 
; a -— the clock. 
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~ Pull the floor switches to Once you have them set,a —_ Walk over the ledge in 
=, set the clock at 6, one hole opens up below front of the clock. 
~~ hand on the 6 and one on the clock. 
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= Drop into a room with four Constrict the back lens of | Constrict the front lensto — Immediately, power races 


™ colored lenses. the pair to turn the light turn it blue. out from the changed 


red. lights. ‘ 
& © 
D 
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- Constrict the red and green Constrict the red and blue —_ Constrict the center light Once all the lenses have ? 
= lens to match the red lens to match the blue source so it points at the been hit by the light, a 2 
_» — behind it. Notice the behind it. different lenses you've door opens. Go through > 

symbols behind the adjusted. You've got todo __ the door. 

lenses. You'll be seeing this for the red and blue 

more of them. lenses especially. 
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x di ff the ledg a 
— s Keep dropping off the ledges in 
= Follow the corridor ahead. ae Go through the doors and Walk to the center of the gS 
the corridors till you reach the SeciiCanetia thered knob: £ 


double doors at the end. Take _ kill the Turelim Vampire on 


tis the spear from the Vampire if the other side. clockwise till the hand it 
controls is turned to the 


you're willing to fight it when it 
symbol in red on the walls. 
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es | 
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~__ = Stop after Constricting four Constrict the yellow knob —_Constrict the blue knob Look at the door on the wall Z 
~ times and find the red counterclockwise twice to _clockwise twice to get opposite the ones you walked > 
=, hand ison the appropriate get the yellowhand tothe the blue hand to the through to find that it's now 


: = open for business. Give it 
symbol. right spot. right symbol. Deine ad goithrough 
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the right. 
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= Glide down and kill the Stay on the landing here where 
Turelim Vampire. Use the _Y0" found the Turelim Vampire. 


~ spikes on the wall if you ea pee ‘aa 
need them. another ledge with another 
Turelim Vampire on it. 
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Drop into a huge room with anaes you've Endedoe the 

‘ you need to solve this 
two eindiie eam puzzle. Step over the side and 
__ look at them. 


“ Goaround the corner to _Look down over the ledge of 
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the hole ahead, It looks like 
definate trouble, but there's 
no way around it. Drop over 


Glide across and kill that Turn and walk through the 
Turelim Vampire. Soften it door on the right. Walk 
up with the Force through the doorway. 
Projectile if you want. 


Qo @ 
Push the stone block Push the second stone 
against the wall over to block over with the 
the side. first block. 
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‘Look to the left to spot a pillar. Stack the blocks then climb on top. The columns Zz 
sticking up from the gears can be slick. Stack the a 


vr blocks to get on top of the one nearest the pillar for 
an easier route. 
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= Leap over to the tall Leap up and glide over tothe Leap and glide toward the Grab the ledge between A 
* column sticking up from 3 eel ae sails Portal on the ledge in front the rippled slopes by the * 
? t r 7 jane. e pillar cl anges f ss P - : 
> d he left gear. heights. Kill the Vampire of you ortal. Pull yourself up 
fa Wraiths that attack. 
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shift back to the Material Walk down the ramp at the When the pendulum arm Ride the pendulum up and jump a 
= plane in the nearby Portal. end of the ledge to get gets close, leap onto it. through the doorway at the top P 
4 Walk along the ledge to closer to the pendulum r 

— 7. the right. arm rocking back and forth 


in front of the wall ahead. 
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. @ ® e % 
wae ~_ After you land at the Kill the Turelim Vampire in Use Force Projectile on the z 
© bottom, follow the corridor the first alcove on stone block on the other side of | 
J = down and around. the right. If you don't have _ the gate to shove it off the a | 
: * a weapon, use a Glyph ledge g 
spell. ; yi : 
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~ Tum back to the main corri- Kill the Turelim Vampire in The blocks actually make a 


Sor and follow it further the room at the otherend puzzle. Shove them into 
| - down. Shoot the next stone of the corridor. Take a position to match the 
| =, block in the second alcove. good look at the blocks in _ picture on the floor. 
= Return to the main corridor the center of the room. 
and continue down. 8 
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7 SMS i 
= Step so your back is facing the other blocks and flip the Push this block in Pull this block back one 


block over. Walk to the right and flip the block again. Pull 


one 


- ank. 
©, the block out; then walk to the right once more and flip the SROVE: : : 
block again to position it correctly. Shove it into place over 
a ; 4 
4 a at section ohihe ess ous CS Lael thle antl 2 a 
Ee. = ee, 2 
=. Pull the final block out away fromthe When the puzzle is Follow the corridor to the 
a et igtok eer! me aid together, another door right, to the big hole in bottom of the long shaft you just ~*~ 
e. tk eck bea cinta as ict fp the Opens. Go through it. the floor, Drop through dropped through, look ahead and™ 
= block once more, then push the final the hole. Bie Se ad = ment 
block into place with the others, - open, so keep going forward. 
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# ey - { 
at ee ee Facing the intersection, The circular room has a 
Grabia‘gplest fromthe comidor, from the corridor you switch in the floor with 
= opposite the way you entered followed here, take the symbols around it. 
if youneed it. - a 
n LI ~ 


the three rooms ahead, you'll have 
to match the symbols up by 
3 Constricting the switches. 


y | ig Fim” (Mey 


“> ‘ 
o< As soon as all three 
~~ symbols are locked in, 
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Go back out into the hallway and 
=. take a look at the completed sym- 

~* _ bols painted on the wall. In each of 
P, 


huge swings start moving 
in each of the three rooms. 


2 
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Ja Return to the corridor you 


originally dropped into in 
this area. The door that 
was locked earlier is now 
open. Enter it. 


Constrict the switch in 
the room on the right 
clockwise once to make 
the third symbol on 
the wall. 


Prima’s Official Stratedy Guide 


ane £ .. @ 


Jump up onto the swing. 
Ride it up to the alcove 
above the wall over the 
symbols. 


bs 4 - 4 
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Follow the corridor down. Enter the room at the Walk into the starry Zz 
bottom of the corridor portal to enter the next 
and keep going forward. level. Get ready to an 
meet Kain again for the 
last time. 


last room 


Fa 

tea aed 
the left corridor if you were facing the ae Constrict the switch A + 
there clockwise once to 2 


intersection in the beginning. : 
Constrict the switch once make the first symbol on 
counterclockwise to make the the wall. 


middle symbol. 


Glide onto the alcove. Flip the switch at the A 
end, Repeat this process 
in the other two rooms to 
unlock the door in the 
main corridor. 


a 
ad? 


—s 


ctali 


ron 


Through the first starry 
portal, you glimpse your 

: arrival in the Underworld. 
Traverse the hallway to the 
next portal, on the right. 


y 


In this first portal, you 
view your arrival in the 
Underworld. 


rir 


This portal reviews your 
battle with Kain. 


Final “a 
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= Inthe third portal, you In the fourth wats you're confront-_ The fifth portal holds a 
=~ again see yourself discov- gate see ss — scene of nightmarish horror. 
x 5 wi in. battle 5 
— ~ ering the true horror of the iu eens aes Why would Raziel ever find 


Se Tomb of Sarafan. cause to sp Ariel. 
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ta 
= Follow the corridor around —_ Find the Chronoplast Warp Gate Approach the big doors at 
‘= at the next intersection. on the left side of the corridor the end and go through. 
- ahead. Enter to activate the 
..: Warp Gate. Save your game, 
£5 then retum to the corridor and 
og continue on. Kain lies ahead. 
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But Raziel will not bend, even 
though Kain seems as undefeat- 
able as ever. Raziel’s anger at 
what he found in Tomb of the 
asian knows no bounds. 


Kain tells Raziel that the 
Sarafan were every bit as bad 
as he ever thought about 
__ being. Then Kain goes on the 
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At portal six, you see another future 


that may yet come. Raziel stands,a =» 
changed Soul Reaver in his hands. 
‘The horror crowds in on you as you 


ey sth 


Kain strides from out of the 
shadows. Then he lectures 4 
you, seeking to win you & 
over to his side at the very 
end. 


iyol gael ie beatae 
er, Kain’s attacks won't hurt you, but 
you can’t defeat him. You must strike” 
him three times with the Soul 
Reaver, which means you'll have to 
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P ald 
%& _ Use the Force Projectile to dis- Kain will also start jumping around at this 
Es rupt Kain’s attacks, then point, teleporting from attack area to attack 
5 close in. area. Listen for the hum him building his 


power to know when he's about to attack. 
5 7 Hit hiny with Soul Reaver. 
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= Assoon as you hit Kain, he Above, the dome of the Kain teleports to the next 
— teleports again and goes to Chronoplast spins, becom- _ tier in the room and begins 
Zn 


make an adjustment on an _ ng active. attacking again. Use the 
~ arcane piece of equipment. same tactics and go after 


him. 
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= If Kainis attacks do reduce you to the Spectral Plane, stay 
~~ on your toes. There are a lot of Vampire Wraiths flying 

= around to grant you a final death. Give them theirs instead 
2 and reave their souls so you can return to the Material 

se Plane. Use the Portal in the health energy refill marker. 
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% After you hit Kain the second time, Use the same tactics and 

+ he operates the machinery again, go after Kain the final 

;” causing more changes within the time. Be aware that you 
os Chronoplast, then appears on the have to crouch-jump to ef 
i highest tier above. reach the third tier. i. 
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Kain retreats to a starry 


% portal, gives you a final 
ey taunt by telling you this f 
4 isnit where or how it ends, 
4; and makes his escape. 
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Follow him. r 
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| While you're there, Moebius puts As Moebius stares at you with his stern visage, you remember show.” 
| % in an appearance and further con- Moebius died at Kain's hands. Kain had leamed from the old sorcerer 
founds you with his dire prophecy how to bend time and alter destiny. How is it then that youfre here now 


TINS 


| Me and the claim that you're both with a man supposed to be long dead? And what is it that Moebius 
alls hero and pawn. But you've no —wants? Did Kain know he was leading you to Moebius, or did Moebius 
Fy idea exactly what that means, or somehow manipulate Kain? You can only guess at what lies ahead as 
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